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Bird of Prey (Basic VIC 20) 
Hopping Mad (VIC 20, 3.5K Exp.) 
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Screen 
games come 
of age 



What an editor likes most about any magazine is the people. And the first 
thing that hit me when I recently joined TV Gamer's editorial team was the 
warmth and enthusiasm of our readers. It's a fantastic welcome! 

Computer, arcade and video games are entering a new age. There have 
been so many games flooding the shops that we gamers are becoming 
more choosey. We'll now spend our money only on games that promise 
that special something extra, not rip-offs of rip-offs of other games. The 
good news is that manufacturers have woken up to this and are putting 
more effort into their products. If some of the new games coming out now 
were released last year, they would have knocked the competition stone 
cold. 

Television has already woken up to screen games. This month sees the 
start of Starnet, a 700-player sci-fi strategy cum shoot 'em up, which 
Micronet subscribers can join in. See page 10 for details. 

And owners of ordinary TV sets will be able to get games on their sets. 
Cable is being laid all over Britain to carry up to thirty TV channels -and 
three companies are seeking a games line into your home. Read all about 
it on page 14. 

Even architects are getting into the act. They're planning how we will 
spend our leisure time in the future. How To Play Adventures in the 1990s 
(page 16) describes a streamlined playground where the ultimate 
experience is brain-implanted games. This is the start of a series that will 
also look at games players ensconced at sea and in space. 

Back to earth, more solutions. This time, it's an exciting line-up of 
indepth reviews: the long-awaited Super Cobra, Pitfall II and Space 
Shuttle, Plus an insight into Lords of Midnight and arcade action. 

We've had almost 1,000 applications for the review panel from readers 
who want a say in the magazine. Turn to page 44 for the start of an even 
bigger section which gives you the low-down on good and bad games. 

Pages 55-58 give you another chance to tell us what you want to see in 
the magazine. Do fill it in (save postage by sending it in with your 
competition entry - a double chance to win a complete Vic-20 starter kit). 
That way, like the games manufacturers, we'll be sure of giving you a 
product that you like. 
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COMPUTERS ARE 

THIEVES' TARGET 



Computer thieves have (heir 
eyes iirmly sel on your 
computer. So much so that 
computer thefts account for 
three quarters of all Britain's 
school burglaries. These tot- 
alled 28.800 in the first three 
months of this year alone. 

"In some cases, it appears 
computers are stolen to order/' 
a police chief stated in the 
London daily Standard. 

'There are a lot more com- 
puters in schools- So it is not 
surprising that a lot more 
are being stolen," an official 
for the Inner London Education 
Authority (ILEA) said. "And 
the population as a whole 
now knows more about what 
computers are. They are 
more desirable to lake/' 

Most TV Gamer readers 
have at least one games 
machine at home. Others 
have access to a wide range 
either in school or in clubs* 
How well protected is your 
computer? 

ILEA is so worried that it 
will nearly treble its spend - 
lrom £250,000 in 1981/82 to 
£621,000 this year. It will 
strengthen rooms and set up 
alarm systems, security pat* 
rols, floodlighting and 
boundary walls. 

ILEA has already sent out a 
circular. The Security ol 
Microcomputers and Associ- 
ated Equipment, lo heads of 
schools advising them on how 
to cope with the problem. But 
its guidelines seem limited. 

"There are various brackets 
that can be used to fix the 
more popular makes of micros 
and peripheral equipment to 
a benchtop desk or trolley in 
such a way as to inhibit theft 
but enable the staff to move 
as required." it says. These 
vary according to the make 
of micro, and cost between 
£15 and £26, 

"inexpensive battery alarm 
systems at about £55 ior two 
windows and a door*' can 
also alarm equipment at 
about £7,50 per item plus 
wiring. "This is particularly 
useful where equipment 
cannot be supervised by a 
responsible staff member in 
the vicinity/' the circular 



explains. 

It also advises that "con- 
ventional security devices 
such as burglar alarms may 
not be effective unless 
accompanied by another 
device which will delay the 
theft or enable the police to 
respond". 

Teachers who have not 
received ILEA's circular - or 
pupils and parents who think 
teachers should receive it - 
should telephone DEI6 on 
01-633 2725 and ask for 
circular number 84^49. 

TV Gamer asked London 
West crime prevention officers 
what computers owners 
should do to protect their 
hardware and software. 
Their advice applies to both 
schools and homes, so do 
pay heed to it. Loss of your 
games equipment is not only 
expensive but also infuriating 
and frustrating, 
1 Property marking. Each 
police station has a marking 
kit which includes dyes and 
ultraviolet markers. You can 
also buy UV markers in sta- 
tioners or security shops. 
Marking property will not 
stop computers getting 
stolen. But if you etch your 
full postcode, street number 
and house initials, the 
police can return it to you 
when it comes into their 
custody. 

Where you mark is impor- 
tant. You should write on a 
part that burglars would not 
be able lo remove from the 
computer. 

Record the serial 
number, both to trace the 
equipment and for insurance. 

Burglar alarms can be 
effective- They can delay 
professionals and deter cer- 
tain types of criminal. The 
alarm system should be con- 
nected to a caretaker. If there 
is none, it should be con- 
nected to a security firm or 
the police, depending on the 
area you live in. 
1 A portable ultrasonic 
alarm will cover the whole 
room. It picks up changes of 
frequency when someone 
enters a room and can emit 
lights and a siren. 



1 Lock things away at 

night, and keep the keys in a 
safe place. 

* Strap things down or 

use specially made consoles/ 
cabinets- Lock 'n' Strap 
secures typewriters to tables: 
it can also be used for 
computers, 

* Fire cabinets or safes 
can store software, if not 
hardware. Remember: hard- 
ware can usually be more 
easily replaced than cassettes. 

* Put covers over computers. 
Splinters from a broken 
window or door can ruin a 
computer, 

' Window locks mean that 
the thief must knock the glass 
out. which is both noisy and 
dangerous. Buy a lock that 
allows you to keep the key 
away from window, so a 
thief cannot reach in* 

Do not leave the room 
open when not in use - for 
example, during school re* 
cess* If it must be used, pupils 
should be supervised by a 
responsible older pupil or 
members of staff. 

Control access to the 
room with a digital lock. 
Each lock has its own unique 
code which can be changed 
as and when you like. You 
can also use a card access 
lock, or the two systems 
together- The door auto- 
matically closes, but the 
handle opens manually 
from inside so you don't 
have to worry about fire. Be 
careful who you trust with 
the number of a digital lock. 

Register your keys. 
Then only you can get a copy 
made. 

1 "It is amazing the 
number of people allowed in 
without checking creden- 
tials/' the police state. All 
they need is a quick look to 
see if there is anything 
worth stealing. Remember: 
security is only as good as 
the people in the building. 

Use your locks. Use a 
reputable company to install 
them. Some less honest ones 
keep one set of keys - you 
should get three sets. Not 
everyone who fits a lock is 
qualified - or honest- 



The only obstacle to 
security is the cost. So you 
must find what is the best 
security for the money you 
pay. Do contact your nearest 
crime prevention officer. 
You will get a free survey, 
and be told the least you can 
do to protect your home. The 
officer will also give you a 
rough ideas of costs, then 
you can ask three or four 
security companies to tender. 



MSXis 
here to 
stay 

CETEX, the consumer elec- 
tronics trade exhibition, 
opened its doors last month 
to reveal a new wave of 
home computers. 

Most noticeable were the 
MSX computers. MSX is a 
variation of Basic, developed 
by Microsoft in the US and 
adapted by the Japanese. 
Twenty Japanese companies 
have now settled on it as a 
standard for their belated 
assault on the UK micro 
market»*they want 40% of 
the action. 

Their hopes rest on the fact 
that any MSX computer can 
talk to any other MSX com- 
puter. But UK designers are 
conservative. MSX would 
mean a rethink on their own 
products. 

Sony, Panasonic. Canon, 
Teleton and Sanyo are part 
of the MSX union. So, too. 
are Toshiba and Mitsubishi 
which showed their MSX 
computers at Cetex. JVC 
went one lurther: its com* 
puter is not expected until 
November - and already it is 
exhibiting a laser disc 
attachment for games. 

Prism gets 

OricElan 

Prism was showing off ihe 
Oric/Atmos at the show. It has 
won a contract to distribute 
the computer nationally. 
Prism is the UK's largest 
micro distribution company, 
with 20% oi the market (by 
unit). It handles Sinclair 
hardware and software - 
and Elan's Enterprise later 
in the year. 



£1.99 

games! 

Newly formed software com- 
pany Mastertronic was at the 
show in force. Starting with 
the bright idea of selling 
cassette games at £1.99. 
Mastertronic has delivered 
318.000 copies in seven weeks. 

"People are realising you 
can have two levels of games: 
the £5 rip-off and the Master- 
tronic range, without any 
detrimental effect," director 
Alam Sharam said. 

He was there to launch 26 
new games. Offerings for 
the CBM 64 included Dude 
Shoof, Vegas, Jackpot, Squirm. 
Space Walk, BMX Racers, 
Jungle Story, Bionic Granny, 
Munch Mania, Hektik, Su 
Hunt andThe Election Games. 

The Vic-20 added Duck 
Shoot, Vegas Jackpot, Phan- 



tom Attack, Sub Hunt, 
Undermine and Scamble to 
its range. The Spectrum got 
Builseye, Tank Trax. 
Gnasher, Spectipede, Voyage 
into the Unknown, Election, 
Rifle Range and Alien Kill 

The poor old Dragon 32 got 
a lonely one game, Bug Diver. 
All games will be £1.99. 

Mastertronic will also soon 
release Star Maze II and 
Spectipede for the BBC, 
Albitron for the CMB 64 and 
Whodunnit for the Spectrum. 

The company has am- 
bitions. It is working on a 
deal with a Delaware corpor- 
ation to sell CBM 64 games 
in the US at $4.99 to S6-99. It 
is forming a joint company 
with a large electrical dis- 
tributor in Belgium. And there 
are more deals under way in 
Italy, Scandinavia, France 
and Germany, Computersoft 
of Ballygomart in Belfast 
distributes the games in 
Ireland, 



People's computer 
gets people's games 



Amsoft was backing parent 
company Amstrad's new 
CPC 64 computer with yet 
another host of games. 

These are Spiderman, Word 
Hang, Home Runner, Grand 
Prix Driver, Harrier Attack, 
Sultan's Maze, Oh Mummy, 
Roland in the Caves, Roland 
on the Slopes. Electron 22622, 
Gems ol Stradus, Star Avenger, 
PinballKing, Laser Warp, 3D 
Space Ship Chase, Chess. 
Haunted Hedges, Codename 



Mat, Golf Royal Birkdale, Mr 
Wimpy. Hunchback, Xana- 
grams, Pengwyn, Hunter 
Killer, 3D Invaders. Alien 
Break In. 3D Monster Chase. 
Atom Smasher, Microbot, 
Firebirds, Fire Blaster, 
Admiral Graf Spee. Star 
Commands, Crazy Go//, 
Punchy. Zaki Wood, Tribble 
Trubble. 

The CPC 64 has also re- 
ceived a joystick, selling at 
£14,95. 



Dragon 
expands 



GEC's takeover ol Dragon 
Data's sales and marketing 
earlier this year was strength* 
ened with its new Touch- 
master control and extensive 
range of games* 

The unconventional Touch- 
master replaces a keyboard 
with a pressure-sensitive 
pad- It uses overlays for diff- 
erent games. 

New arcade games include 
Storm Arrows, Shark Trea- 
sure, Berserk, Nerble Force, 
Cosmic Clones, Lunar Rover 
Patrol, Cosmic Invaders, 



Moon Hopper, El Bandito, 
Doodle Bug, WhirlybirdRun, 
Shuttlezap, Bloc Head, Ghost 
Attack, Astrobtast, Junior's 
Revenge, Samsin, Jumpjet, 
Bumpers, Starlighter, Galax 
Attax, Shaft, Tee Oil, Flight 
and Fruity* 

Board games include chess 
and bridge. And adventure 
games include Quest, Mad- 
ness and the Minotaur, 
Galixto island. Black 
Sanctum, Adventure Trilogy, 
Dragon Mountain, Poseidon 
Adventure, Final Countdown, 
Cimeeon Moon, Breakout! 
Middle Kingdom, Mansion 
of Doom, Eno/Stalag, Viking, 
Monsters and Magic, 
Shenanigans, Sea Quest 
and Fembot's Revenge. 



The big 
news 
from Atari 

The big news to come from 
the May trade shows was the 
September release ol a brand 
new video games system 
from Atari: their first one for 
eight years. 

The Atari 7800 will have its 
own range of supergames 
cartridges, no doubt 
including the old favourites 
like Pac-Man, Centipede, 
Defender. The 7800 will also 
take all existing VCS car- 
tridges. 

Andrew Swanston, recently 
appointed marketing director, 
assured TVG that it won't 
make the same mistakes that 
followed the 5200. Deliveries 
ol the new system should 
begin in September, and 



we'll review it as soon as we 
get our paws on one. 

Don't worry, VCS owners. 
We have it on good authority 
that you won't be left out in 
the cold. Atari intends to 
continue releasing new 
games for the old faithful. 
There may even be a smaller, 
cheaper version of the VCS 
called the 2600 jr. 

Another plus is a new stick- 
on Spectrum-type keyboard 
for the Atan 400. It has been 
brought out by London-based 
hardware company File 60. 
solving the problem of a 
thump-sensitive keyboard 
which proved a real draw- 
back on games like Star 
Raiders. 

The keyboard retails at 
about £20, making it cheaper 
than specially fitted key- 
boards which replace the old 
one. It may not be as good as 
an 800's keyboard, but it's 
certainly a step in the right 
direction. 



Can you 
carry 
it off? 

Popping around to a friend 
or to your computer club 
loaded with games -only to 
be landed with the chronic 
problem ol no carrier? Fischer 
showed its solution at CETEX: 
lightweight, robust pop' 
carry cases- 



Designed to appeal to 
younger players, the pop 
carry cases were snapped 
up by mums "because of 
their Habitat colours", 
Fischer said. 

In red, blue and green, the 
cases hold ten cassettes and 
have a comfortable handle. 
There is a patented spool so 
your tapes won't unwind. 
And each gives you a spare 
set of exchangeable labels* 

Fischer also produces a 
range of pop c -bes. Each 
holds six cassettes and can 
be built up lego fashion. The 
carry case is £10.00 and the 
cube £8,49, 




&&L 




Software 
for Oxfam 

Oxfam has launched an 
appeal for computer software. 
F( you can let them have any 
spare cassettes, you will be 
giving them in a good cause. 
Oxfam will recycle them 
through its chain of 650 shops 



to help people overseas from 
starvation, disease and home- 
lessness. 

Any Oxfam shop can take 
software, but the special 
appeal is centred in London- 
More details can be obtained 
from Bemie McDermott or Uz 
Shannon at Oxfam, 172 Arch- 
way Road, London N6; tele- 
phone: 01-348 4225 or 01-341 
3087. 




HIWS 



S'S^X- S 'eve S 866.1*0 pen, on G**rap « by 

l Ts™o^Zlol h-score compe.mons run by Uvevnre 
intil lhe end of June. 



Dancing by remote control... or the computer's answer to 
the kids from Fame? True to the theory ot July being the 
silly month, Grundig demonstrated its new range ot 
videos and TVs recently with a specially choreographed 
robotic dance routine. Maybe it should attach a joystick 
to the toes... 



PRICES DOWN 



You'll be seeing Atari VCS 
and HCS games on sale for a 
lot less than you've been used 
to now, thanks to the prio 
changes laid down by Ataii. 
The vast majority of games 
for both systems will now be 
at the price of £19.95. Popular 
titles such as Defender and 
Galaxian will be in the shops 



at this price. So. too, will 
recent releases such as 
'•9m Front (HCS), Snoopy 
v Oie Red Baron (VCS) and 
Tennis (HCS). 

Strangely enough. VCS 
carts now work out more 
expensive than HCS equiv- 
alents. Could this be a plot to 
get more users on the HCS. . . 





ADVENTURE 
GAMES WILL 
GWE SHIVERS 



There , s a danger H wiU ^ 

called a nasty, bum most cer- 
,a,nly ,s "<* ■" Pete Stone, 
managmg director of new 
company Palace Software 
^i e " d f^isfi^ games utle, 

fee it. (he danger is passed, 
ineresnogoryhorrc 

The £Wj Dead, based on 
*• Wm ol the «,„, 
tells the story of a group o 
" aive 'eenagers trapped in 
an isolated cabin by ancient 

spirits of the undead. One bv 
one they become possesse-d 
£ming tato demonic 
monsters. 

Released in mid-June for 
',* Commodore 64 > flowed 
by the Spectrum and BBC 
he game is a mixture ol 
arcade visuals and strategy 
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rorn above the v.ews scrol- 
«"9 as the hero/heroine 
moves around. The pace >n- 
creases as the inhabitants 

mtent on destroymg ^ehving 
ot ,fl° nehas ;:'°ts of plans for 

Two 9 ( ameS ' ^ ere ^ 1J ^ 

,W T 9ames ^^ on 
'?" ch **^ me next one 

wUl come out around Christ- 

should be released m August. 

«\J!Z ? ameS tl,Ies a 'one 

,d * worth watching 

out for. Palace can raid the 

-ol^er company in the 
■^Palacegroupfor games 
Wd on Basket Case 
^ompany o/ Wolves. Hal- 
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Gunman 



THE CAME £5 50 

One of the fastest versions of ttils most popular 
arcade game with a levels of play Vou need fast 
reactions and stent to escape from the ghosts in 
the maze ViC20andCBM64. 



ARMADILLO ft TRACK TRIALS E4.99 Armadillo: 

Save the armadillo, help them cross the busv road 
and avoid the alien on the centre island Track 
Trials-. Test your driving skills, see how far you can 
get round the course without skidding or driving 
into the woods. VIC20 



Pontoon/ 
Three Card Brag 






GUNMAN ft GOBBLER £4 99 

Gunman: it s high noon, a mans got to do what a 
mans got to do. a shoot out to the end V1C20 



Towerman 



LUPIN £5.50 

Lupins girl friend has been captured Dv the evil 
Count To rescue her he must first get past the 
rooot guards, then outwit the guard dogs and 
patrol cars VIC20SK. 



PONTOON ,5 CARD BRAG ft ONE ARMED BANDIT 
£5 50 

Pontoon and 3 Card Brag: Plays to the rules of 
these well-known card games, you must break the 
bank before he breaks you One Armed Bandit: 
With the facilities of the real thing, independent 
reel spin with nudge and hold VIC20 8K 



DEBUG BBC A ft B £9.99 mot illustrated) This is an intelligent machine code monitor 
routine none destructive ram checx and many other useful aids 





SKI RUN & TOWER MAN £4.99 

ski Run: A race against the clock in this down hill 
time trial, watching out for the trees and rocks 
Tower Man: The tower is being invaded by 
monsters, you must stop them by digging holes 
to trap them VIC20. 



editor disassembler hexadecimal dump routine full break point 



STOP PRESS! ! New title coming soon! Please contact; 
Enigma Software. 208 Algburth Road. Liverpool L17 9PE. 051-727 8050, 



Video athlete 



l! you ever come across the 
initials DIJ on the high score 
table ol a Track & Field 
game, you'll know that you're 
in illustrious company, DIJ is 
Ian Jordan, the official Track 
& Field champion of Great 
Britain with a top score of 
over two million points. The 
teat took him 3Vi hours to 
achieve. 

The competition to find the 
country's top video athelete 
was organised by Grand 
Metropolitan in association 
with Fairfax Automatics 
which distributes Tract & 
Field. In 200 clubs, pubs and 
discos around the country 
thousands of players took 
part, Ian was the only one to 
break the two million mark, 
"It must just have been a 
good day lor me," he said. 
"My next highest score was 
only l 1 ^ million!" 

Ian's main problem during 
the marathon game was 
keeping his concentration, 
particularly as the locals at 
the Goat pub in Shepperton, 
Middlesex, gathered round 
to watch. 

Ian is known locallyas the 
"human typewriter". His 
hands become a complete 
blur when he really gets 




going, using his famous 
two-fingered technique. 

Ian's reward lor his 
amazing achievement was... 
his very own Track & Field 
game. It was presented by 
two of the country's best 
known atheletes, Judy 
Livermore, British and 
commonwealth heptathlon 
record holder, and Brian 
Hooper, the World Superstars 
champion. 

Judy and Brian both tried 
their hand at Tract & Field. 
Despite their best efforts, 
they were forced to admit 
that as far as video atheletes 
were concerned, Ian 
Jordan's title was quite 
secure, 
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JULY 

Electron & BBC Micro 

User Show 

Alexandra Palace, Wood 
Gre ;ndon, N22 

Entry: £3 Adults, E2 Children 
Thursday 1 9th 10:00-18.00 
Friday 20th 10:00-18.00 

Satura 21st 10:00-18.00 

Stu 22nd 10:00-16.00 

ipenqulneslo: 
68 Chester Road, 

3K7 
SNY )61-456 8383. 

AUGUST 

Acorn User Exhibition 

Olympic 2, Lone 

C3 Adults "nild" 

Trade Preview: 

lay !6thl0:00r 14:00 
Days: 

16th 14:00-19:00 
lh 10:00-18:00 
Saturday 18th I' . r::00 
Sunday lh 10:00 18-00 

Electron & BBC Micro 
User Show 
UM1ST. Mo 
r y: 
lay 31st 



ir-iuy 
Sunday 2i 

SEPTEMBER 

Games Day, by Games 

Workshop 

H tltural Ha 

Victoria, n, 

£1,25 

Sahm; 
Sund ■ 
PCW Show 

(Personal Comput- 

Olympic 

■ ' 

Inesday 3:00 

Thursday 20th 10:00-19:00 

21:- *Q0 

Sat. 22nd 10:00-17:00 

OCTOBER 

Electron & BBC Micro 

User Show 

7. 

N 

y: 

■ 

■ 

28i 



K) 



NOVEMBER 
Lcisuretronics 

yal Ha 

finalised 
Thursday 8th 
1 lay 9ih 

Sal' 

ih 
Ti 

21 Plymouth . 
Tavistock, Devon PI. 19 8AU, 

Northern Computer Fair 

Belle Vue, Man 
niryrl 

i 

Sat\ 24th 

DECEMBER 

Electron & BBC Micro 
User Show 

ill. 

iay 
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Mlcron&t: keeping in touch 

MicRpNET 

Games distributors 

going wild about Micronot 800, 
because it means I u can 

buy Iheir soltware withoui 
having lo tramp down lo the 
shops or wait tor software to 
be delivered by post! 

So Bug-Byte, MRM and a 
host ol others have gol Iheir 
programs up on Micronet*,* 
and they're available twenty* 
lour hours a day 

There is a large soltware 
selection. Manic Miner I 
Spectrum is one - terrilic 
action on screen after screen 
of hires graphics! Then 
there's The Hohbii - man 
than an adventure, as the 
characters In the story have 
hves ot their own. Sometimes 
ihey help you through your 
onscreen journey, and some- 
times they hinder youl 

BBC Micro software includes 
the must frustrating, stop- 

rne and-buy-ane Candyfloss. 
See how much cash you can 
make trom sea-side stalls 
belore the weather and all 
the other elements conspire 
lo wreck your lor More 

soltware li ea Colos; 

Adventure, Twin Kingdom 
Valley, Kingdom oi Klein t 
Maztacs, Denis through the 
Drinking Glass, Spectres and 
Bun Fun. 

Maybe the most exciting 

part of Micronet is Starnet It 
is a multi-user computer- 
moderated nationwide game. 
In simple terms, it means at 
least 700 players are taking 
pari! 
You're a star-chip on 1 dn 

out in space, somewhere in 
one of the 343 sectors 
universe. 

You send m your o^mmands 
to have your star fleet relocated 
to nearby sectors ! 1 : 
takeover other stars in this 
huge galaxy. 

Starnet is played simul- 
taneously by hundreds of 
Micronetters across Britaii. 
r micros from Land s 

End to John C Gj Now 

you and your micro r 
need be alone again. . . 




Below; Micronet reporter 
interviewing Clive Sinclair 
al the launch of the QL The 
news appeared onscreen a 
lew 
hours later 



Left: Micronet is available on 
the Spectrum, BBC t Apple, 
and PeL Soon it will also be 
on the OL CBM64, Vic-20 
and business machines. 




Everyone should know 

of Ceefaxand Oracle. They 
are Ihe Tele-text services 
broadcast Into yoi 1 r TV set, 
showing cricket scores, 
news and subtitles for 
plays and comedy shows. 

The BBC also broadcasts 
computer programs for the 
BBC micro over the air- 
waves. You can decode it 
wllh an Acorn adaptor (at 
about E20QI). 

Micronet 800 is a similar 
service which comes d 
the telephone lines and 
plugs Into your home micro 
- Apple H and lie, Com- 
modore Pet ( BBC Micro, 
Sinclair Spectrum. Soon 
it'll be available lor Ihe 
Sinclair QL, the Commodore 
■ 4 md the Vto-20. 
t Micronet is dialled up on 
a local call from practically 
anywhere in the country - 



Once you're connected 
dialling 618 - you should 
hear a high-pitched com- 
puter tone. Micronet 
supplies a modem' lo de- 
code this tone, and to leed 
it into your micro. This is 
then displayed on your 
screen as a 'log-on' frame, 
which asks you to type in 
1 exclusive number. 

This is the number which 
is your own personal ID. It 
is allocated to you when 

U pry your first subsenp- 

n to use the Micron* 
service* 

Alter typing in your ID 
number to connect lo Mic- 
ronet, you're able lo explore 
all the pages - including 
TV Gamers very ov, 1 , 
area on Micronet, starting 
at page 8000113081 

Besides news, latest re- 
ports on computer games 



and hardware, Micronet 
also carries pages and 
pages of computer pp 
grams: games. Spectrum 
and BBC utilities, and 
some educational soft- 
ware. There a: nty of 
free programs to choose 
from, as well as games 
that you can Una In the 
shops. But on Micror i- 

-.'/re about 20% cheaper! 

Well keep you in touch, 
month by month, with all 
thai we can discover 
ibout Micronet. You can 
then decide if you wan* 
apply lor membership - it 
costs £32 a year, plus a 
Pr .criptionoi E20 

ayearThisworksoutatGl 
a wee] 

If you want more details, 
Write * Micronet 800, 8 
Herbal H adon EC1R 

GOD. 
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Roston Software has re- 
leased a game called Movie 
Maker for use at the moment 
only with Atari home com- 
puters. It will be released 
later for the Commodore 64 
and the Apple U. This game 
will enable you to run short 
animated cartoons. 



igons' Lair, the laser- 
disc arcade game, has been 
one of the biggest dollar 
earners in the US. 

Canadian gamers don't 
have to be separated from 
their favourite pastime when 
flying. Canadian Pacific Air- 
lines tested the rental of in- 
Uight video games last June. 
It was so pleased with the 
results that it plans to extend 
the idea to other flights. CPA 
used systems which clipped 
over the fold-down dinner 
trays nomaliy used for meals. 
Later, more sophisticated 
units will be installed per- 
manently in the passenger 
cabin. 

Talking ol Coleco, Acti- 
vision is releasing River 
Raid, Pi*iall and Beam Rider 
lor that machine, Parker 
Brothers will launch Star 
Wars. Gyruss and James 
Bond. 

More releases for the 

Coleco include Campaign '£4, 
Gust Buster, Quest lor 
Quinfana fioo. Roll Overture, 
and Mountain King. All are 
from the stables of Sunrise 
Software, Micro Fun is 
releasing Dmo Eggs, a game 
where you must find dinosaur 
eggs and carry them back to 
the 21st century. This is also 
available for the Commodore 
64, Apple II and tie. Atari 800, 
and IBM PC. 



Heard of the game TAC? 
This has been released by 
Avalon Hill and runs on the 
Atari 800 and Apple II. It 
needs a 48K disk* Tactica! 
Armour Command (or TAC for 
short) is a strategy type game 
about tanks- It has very good 
graphics, 

CONGRATULATIONS... 

CONGRATULATIONS. , - 
CONGRATULATIONS... The 
Pac-Man family has pro- 
duced a baby. Soon for the 
coin-op is Junior Pac*Man. 

Tapper is a new coin-op 
from Bally Midway, as is 
NFL Football (American) 
which has over 400 plays. 
They are joined by Spy 
Hunter, a game of high- 
speed chasing with helicop- 
ters and vehicles. This is on 
a spy-versus-spy theme- 
New titles for the Atari 2600 
include Miner 2049er - Vol 2, 
Matterhom t Espial, Sky 
Lancer r Changes and Super 
Crush. All are from Tiger- 
vision. 

US Arcade Operator of 

the 1980*s Award was pre* 
sented by Atari to Mickey 
Smith of Fresno, California, 
for his chain of three arcades 
entitled Cosmic Empire. 
Each location occupies 2. 100 
to 2,600 square feet and sports 
as many as eighty machines. 
The rooms have floor to 
ceiling grey-tinted mirrors 
which give the place a 
futuristic and expansive 
atmosphere. To complete 
the image there are overhead 
monitors, steel grey carpels 
and a black reflective ceiling. 

US News is written by Dave 
Trutzenbach. 



Quest for Tyres: game of the month horn the US. 



Game ol the month from 
the US? Our vote goes to 
Quest for Tyres by Sierra On- 
Line for use with Coleco- 
vision, 

Johnny Hart's BC characters 
star in this one or two-player 
game. You must guide Thor 
as he rides his unicycle 
through multiple screens to 
rescue Cute Chick, his girl- 
friend, from the clutches of a 
prehistoric dinosaur. 

This game needs a joystick. 
The right-hand button accel- 
erates Thor s unicycle and 
the left-hand one slows it. 
Moving the stick left or right 
regulates position and speed. 
If you push the joystick up. 
Thor will jump; move the joy- 
stick down and he will duck. 

The obstacles include earth 
mounds, potholes, falling 
rocks and a fat club-wielding 
girl. 

In screen one. Thor rides 
on fairly flat ground, with 
only the occasional pothole 
or rock. He must jump these 
obstacles. 

In screen two, he must jump 
fallen trees and duck under 
low branches. Its getting 
harder! 

Screen three: Thor must 
cross the river by jumping on 
turtles 1 heads. In the first 
round, he will not drown if a 
turtle submerges when he is 
standing on hi$ head. But 
waiting on the other side is 
the fat girl wielding her club 
and ready to bonk poor old 
Thor on the head. You must 
time your jump just right, or 
she will club Thor and he 
will lose a life. 

The next screen, (our, 
depicts an exhausted Thor 
riding up a steep hillside, 
with not only mounds of 
rocks and potholes but also 
falling boulders. Once you 
have got him to the top. Thor 
will again be on flat ground. 



In screen five. Thor has 
the usual obstacles, then all 
of a sudden a bird will 
appear. This bird is a goony 
bird, and will help Thor to 
cross a big chasm. You must 
regulate Thor's speed to keep 
up with the bird and. at the 
last second before you crash 
into the chasm, you must 
jump and catch the bird. 
This will gain Thor a com- 
fortable flight. 

Screen six sees Thor tearing 
down a hillside, still avoiding 
holes and rocks. At the bottom 
he must jump over a larger 
chasm. This screen is prob- 
ably one of the most difficult. 
You mast take off just right, 
otherwise Thor will crash. 

If you get Thor to screen 
seven, the screen starts to 
flash: an erupting volcano! 
Hot rocks fall everywhere. 
Some will fall taster than 
others and some have already 
hit the ground. Thor must 
jump these and regulate his 
speed for the falling ones. 
The secret of this screen is to 
slow Thor down as quickly 
as possible but you may lose 
some lives, as it takes some 
time to slow down. 

Alter this, you will arrive 
at screen eight where you 
must negotiate Thor across 
another wide river with more 
turtles. On the other side is a 
dinosaur anxious to eat him. 
This time, if you stop Thor on 
one of the turtles' heads just 
as it emerges, he drowns. 

If you manage to cross the 
river you will discover a cave 
complete with stalactites 
and stalagmites. These 
should be ducked under and 
jumped over. 

Once through the caves, 
Thor finds Cute Chick. You 
will be transported back to 
screen one for another hectic 
bike ride, but this time it will 
be a little harder and faster. 
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A VITAL PIECE OF SOFTWARE 



FOR A 



frw*' 1 ^ 



NERS. 




A RUBBER KEYBOARD. 



The flat keyboard of the Atari 400 
isn't very satisfactory to use. 

It simply doesn't put you in touch 
with the computer in the same way as 
a push button one. 

Our keyboard fits snugly over your 
present Atari 400 keyboard and does 
exactly the same job. 

Only it does it better. 

It makes programming and game 
playing so much easier because you 



know instantly which keys you've 
depressed. 

And by raising the keys it raises 
the standard of your machine. 

To set it up all you have to do is to 
peel off the adhesive backing and stick 
it on top of your existing keyboard. 

And we're sticking a price on it of 
only £19.95. 

So, whichever way you look at it, ifs 
a keyboard that really stands out. 



Filesixty Ltd., 25 Chippenham Mews, London W9 2AN, England. Tel: 01-289 3059. 



Please send 



(qty) Keyboards at £19.95 each (including VAT and P&P). 



□ 



Enclosed is my cheque/PO made payable to Filesixty Ltd. Please charge my Access 
Account I 1 I 1 I 1 1 II 1 1 I I I 1 I 1 1 I 1 I 1 1 Total £ 

Name 

Address 



Expiry date 



Telephone 



Signature 



Post to: Filesixty Ltd., 25 Chippenham Mews, London W9 2AN.England.Tel: 01-289 3059. 

•Trade enquiries welcome. 
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CABLEMANIA 



How would you like to receive 
twenty games each month - 
and the machine to play them 
on - for one third of the price of a 
cartridge game? Sounds too good to be 
true- There must be a catch. 

The only catch is time. By the end of 
this summer, homes in the South of 
England and the Midlands will be able 
to gel video games on a TV channel 
twenty-four hours a day. seven days a 
week. Other areas will have to wait 
until the end of the year, and most until 
1985. 

The magic word is coaxial cable. TV 
programmes can be received either 'off 
air (through air waves) or, if you live in 
an area that had difficulty receiving 
VHF signals before UHF became the 
norm, through cable. The old cable 
system could hold four TV channels, 
but the new coaxial cable can hold 
thirty - including a games channel. 

Simply switch your set on. An 
introduction will flash onscreen, then 
a menu of about twenty games. 
Choose the one you want to play, anB 
it will be downloaded to you. 



How WH Smith, British 

Telecom and Thorn EMI 

will try to kidnap 

arcade addicts, and 

why they will surrender 

happily. Deirdre Boyd 

reports. 

Computer, video and arcade games 
rolled into one package. 

'Parents would rather kids played 
arcade games at home, Kids would 
rather have unlimited plays/ Keith 
Thorn said. He is executive vice 
president of The Games Network, 
based in a mock castle in Los Angeles. 

The Games Network has the rights to 
1,500 to 2,000 games. It has a potential 
audience of six million cable games 
players in the US. In Britain it has 
joined forces with high-street chain 
store WH Smiths. 

For about £10 each month, 
subscribers could receive about 
twenty games and educational 



programs- Five of these would be 
changed quarterly. Also included in 
the cost is a 6502 processor called the 
Window. 

Any given month's programming 
would include: fantasy games, 
arcade-type games. space and 
adventure games, card and board 
games, logic and learning excercises. 
and sports games.' WH Smith's 
advertising boasts. The Games 
Network in the US found the most 
popular games included Snack Attack. 
a Pac-Man style game; Aztec, a multi- 
level maze game; Night Mission, an 
electronic pinball game; and Ftuskie 
Duck, where a player must find a 
Russian duck containing the secrets to 
the MS missile. 

Details oi games to come will be 
given in a monthly guide. This will 
explain rules, graphics, variations 
and levels of skill. WH Smith plans to 
also include information about 
contests and prizes awarded on local, 
regional and national levels. 

'I presume our games will be 
exclusive.' David Galer said. He is 
technical manager for WH Smith 
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Cable Services, There is a suggestion 
we will be able to play 128K games, 
even when you lop oil a bit ior the 
executive parts. We compare the 
quality of the Window's games with 
those of an Apple, rather than a 
Spectrum or a BBC/ 

The Japanese-built Window is more 
sophisticated than a Spectrum, with 
high-quality graphics and a fairly 
large memory. It is designed 
specifically for cable games playing, 
and can download a game in as little 
as ten seconds. It also promises to be 
Commodore 64 and 6502 processor 
compatible. 



"Simply switch your TV 

set on. An introduction 

will flash onscreen, then 

a menu of 20 games" 



The bad news is that the Window 
cannot be used on its own as a 
computer. And, to ensure that only 
gamers who subscribe receive the 
programs, it has an inbuilt code 
number which will work only at your 
own address, So you can't bring it over 
to a friend's tor a games night. 

WH Smith will not be marketing The 
Games Network to customers until 
1985. 

Nearer the horizon is British 
Telecom's Gamestar games channel. 
For £9.95 each month, it will give you a 
Spectrum, joystick and control box, 
with about eighteen games and two 
educational programs. These will be 
changed monthly. If you already own a 
Spectrum, you will pay less than the 
usual £9.95. 

Gamestar will have access to 
Micronet 800's extensive files, and has 
also been in touch with most Spectrum 
software houses. Ocean and Oak will 
be supplying the games. 

Acting managing director Tim 
Schoonmaker couldn't say exactly 
which games would be the first on the 
system, but promised popular, 
commercially available games. 'We 
will be drawing software from the best 
software houses we can/ he said. You 
can also, of course, buy any game that 
takes your fancy from your local shop 
and play it on the Spectrum, And you 
can use the Spectrum by itself as a 
microcomputer. 

Games can be downloaded at 1200 
bauds per second. This means 48K 
games will take about five minutes to 
download. 

Gamestar has been signed up by 
Rediffusion. which cables about 53 
areas in Britain and accounts for Gbout 
60% of all cable in the country. The 



service is expensive, so Rediffusion is 
treading warily. Two towns, one in the 
south of England and the other in the 
Midlands, will be cabled at first. 
August is the target date for this. 
Depending on their response to 
Gamestar, the channel will be brought 
to more towns later in the year. 

Electronics giant Thorn EMI has a 
similar plan. Again the magic figure of 
twenty games will be offered for 'at 




Waldo the wizard: symbol ot The 
Games Network and promising 24 
hours o/ games each day 



least a fiver a month'. These games 
can be played on four or five popular 
micros. Atari, BBC, Apple and the 
Sinclair machines are the most likely 
choice. If you don't own a computer. 
Thorn EMI will charge an extra rental 
of £5 per month for one. 

Marcus Bicknell. Thorn EMTs cable 
marketing manager saw September as 
the earliest possible launch date for 
Ihe service. 

Nebu, a Canandian company, has 
also got its eyes on supplying a games 
channel here. 

And tests in America showed that 
85% of homes with a games channel 
used it two or three hours daily. 

Don't leap too soon at the prospect of 
an endless supply of games, Four 
factors will lengthen your wait. 
Firstly, cable laying will not be 
completed until the end of next year. 
Secondly, the channels want to be 
certain that they have enough 
machines lor subscribers, so have to 
build up slock. Thirdly, as mentioned 
before, supplying a games channel is 
expensive so the cable operators will 
be testing>areas slowly before flooding 
us with goodies. 

Finally, operators will supply only 
one channel at lirst, rather than all 
those available. This means that your 
choce ol games channel will be 
governed by the area you live in and 
who is cabling it.[^ 
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The video game 
arcades of the 1990s 
and beyond will 
make today's arcades look like the 

I lemas ol the silent era - antique and 
full of decrepit machines. Trie arcc 
of the next two decades will be 
advenlure play-grounds for people of 
all ages, and centres ol urban drama. 

The new arcades will stop inhabiting 
other people's cast-off buildings with 
Iheir faulty fluorescent hghls, second- 
hand carpet-tile floors and neanderthal 
arcade staff. Arcades of the 1990s V 
be purpose-built, compuler-controlled 

Isure complexes, composed of gle< ; 
Ing ductwork, exposed servicing and 
steel supports. Acres of smoked mirror- 
glass will proieet an air of alien aero- 
space efficiency to the world, hinting 
Only vaguely at the almost incredible 
contests inside. 

They won't look like conventional 
buildings. They may be just an assembly 
of themed game pavilions, hanging m 
modular groups from a series of support 
columns. Or those modular arrange- 
inenis may be clustered around a large, 
central resource tower. In addition to 
providing structural support, the towei 
also carries all the power cabling, util- 
ities, air conditioning and piped music. 

Atop the resource tower would be a 
service crane to hoist the latest arcade 
modules into place and take down 
others. They would disappear on the 
back of the next articulated truck. 
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Such a 

modular ,% -<" .*">-. 
approach to 
arcade design 
means that entire 
arcades, and all the games 
ihey house, will come ready- 
made to sile on the backs of large 
vehicles. They need only lo be lifted by 

le service crane up to the appropriate 
slot' on the resource tower and hooked* 
up to the tower and service supply. 

The interiors of these arcades will 
obviously tend to have more in common 
with sky labs rather than Joe Bloggs' 
video emporium on the high street. In 
oilier words, their design will mirror the 
luiurlstic pretensions of the game tech- 
nology they sprang from. 

Gone will be the familiar upnght video 
game cabinet adorned with third-rate 
graphics. In will come game consoles 
and screens buill directly into the wall. 
Screen sizes will increase, and certain 
complex games will require the player 
to use headphones. Automatic cash dis- 
pensers will be introduced and any 
human element phased out. 

Its impossible to predicl exactly the 
design of the new arcade modules as 
they will all probably be themed to si 
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the game 
programs 
they'll house. For 
example, a combat 
game's arcade-module 
of the 1990s might be designed 
to resemble the flight-deck ol some 
tutunstic starship. An entrance path- 
way into the module could branch off 
Into groups of consoles at which are 
seated dozens of headsetted people, 
who are selectively either fending off or 
attacking a computer-generated foe. A 
module commander - again computer- 
generated - calls out strikes and 
counterstrlkes to the defence group, 
ultaneously feeding lactical infor- 
mation to an attack group on defence 
positions and targets. 
Such a game might be played with 
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up to a 

dozen or more 

competitors in 

either an attacking or 

a defensive posture, the 

modules survival being the 

aim of the game. Groups of people 

would form Into self-selected bands of 

informal 'buddies whose role is either 

attack or defence. Gone will be the days 

oi the lone games player, single-handed 

against the program, with a small crowd 

of people straining to watch. 

1 feel that these modulai arcades will 
form only a small pan of any fulure 
arcade system. They will be fine for use 
in compact, urban high streets, where 
economy of space is everything and the 
only way to build Is up. But when signifi- 
cant sites of some size are obtained, 
we'll begin to get an architecture and 
design sensibility worthy of the micro- 
computer age. On a decent-steed site, a 
mixed assembly of structural envelopes 
could be built to cater for the aspirations 
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games 
players. There 
would be no 
fixed building as 
such, only a central-service 
package which would supply 
heating, ventilation, air-support 
pumps and power. 

Different arcade structures would pre- 
vail, ranging from the inflatable to the 
modular, tented or domed arcades. The 
arcades would be rented out lo individual 
computer companies or software houses, 
for them to fit out as they like. The change- 
ability would mean an extra dimension 
of visual attraction to passersby and 
tourists. Arcades might be housed in an 
inflatable structure one week, in a 
module the next or under a transparent 
dome the week alter, 

This is a theme park approach to 
video arcades, It is geared to give the 
maximum stimulus to spend a day or 
more at the game complex, no! just a 
lunchtime flying visit. Naturally, the 
visitor would have to eat, drink and 
relax; in the larger centres, this would 
be possible, Fast-food concessions would 
be encouraged, as would 'performance 
plazas 4 for music, software sales and 
games demonstrations by star players 
or visiting guests. You should be able to 
eat, dnnk and unwind - while staying 
in touch with your favourite arcade by 
watching the overhead screens and 



video 
display walls. 
White-noise gen- 
erators in overhead 
positions would create 
pools oi quiet, In what could 
otherwise be a cacophonous 
environment, Gleaming steel escalators 
and glass lifts raise you through the main 
mass oi the arcade assembly, giving 
you marvellous views through and over 
the terraced levels of arcades, alive 
with people colour and intriguing 
sound effects* The 'whap-whap' of the 
combat arcades mingles with the eerie 
cries and groans coming from the 
fantasy dome, as intrepid gamers con- 
front gothic doom in an urban arcade 
leisure complex. Winking neon signs 
advertising the latest software of fast- 
food bars catch the eye. Electronic news 
panels break the latest news from the 
glim workaday world outside. 

And when you're exhausted or broke 
at the end of a hard day 's gaming, what 
better way to end it than by booking 
in at the Residential Games Motel? 
Naturally, such large entertainment 
complexes would have to open 24 hours 
a day to make them pay. So for out-of- 
towners or the purely exhausted, it 
would make sense to supply accom 
modation. After all, such large arcade 
complexes would be far too big to take 
at one go- 

At the end of a days visit, you'd make 
your way to the accommodation towers 
at the rear of the main o^mplex- Accessed 
by glass lifts, you'd rise gently a few 
storeys above the surrounding city and 
claim a room module lor the rughl. 

Don't think I'm fantasising. There's 
been such a capsule-accommodation 
tower, housing tired commuters on 
Ginza Strip in downtown Japan for 
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nearly 20 years. Pod-housing, slung 
from a main service lower, was first 
suggested as a housing system in the 
1950s, but dismissed as absurd. Nothing 
I've described here is technologically 
impossible nor financially out of the 
question. 

It will lake a bold initiative. But the 
computer industry is not short of bold 
individuals nor the necessary venture 
capital. Something like the leisure 
complex I've outlined could be built 
in literally a couple of years. 

As lor the individual arcades, changes 
in game technology will certainly have 
some bearing. The crude game cabinets 
we are so familiar with today will 
disappear and be replaced by more 
skilfully integrated units. In the arcades 
of the 1990s and beyond, video screens 
will be recessed into the arcade walls or 
bulkheads, with the game controls sus- 
pended from the ceiling or obtruding 
from the wall on stalks. To change a 
game program, the arcade staff will 
simply remove a small wall panel and 
insert a new program cassette or key- 
plate. To play the combat games of the 
1990s, you might need a helmet, to view 
the game in 3D - and to smell it. The 
odour of dank dungeons will mingle 
with the exhaust gases of your galactic 
runabout, as the pungent tang of your 
recently fired missile battery still lingers 
in the nostrils, 

In a still more advanced phase of the 
video games arcades' future, you may 
be playing the game with the controls 
attached externally by electrodes to 
your skull The game will take place 
directly inside your brain and not on the 
screen. The game programs computer 
will electronically stimulate your brain 
with minor electric shocks: the electrodes 
are strategically placed to encourage 
the most startling mental imagery 
and confrontations, tapping 
resources from your 
subconscious mind. 
Using such a direct 
form of game 
playing 
format 





would 
obviously 
make lor a 
totally uniqui 
experience and a 
different game every time. 
All your senses wdUld be 
even down to taste and srn 
sensations. 

Such a game would represent perhaps 
the ultimate gaming experience .., the 
game as therapy? The arcade that 
caters (or this type of game might take 
on a slightly disturbing aspect. Rows ol 
seated people with a host of wires 
attached to their heads, all linked to a 
central image-generating computer, live 
out their unique fantasy or nightmare. 
Such an arcade will, in a very real 
sense, realise some of the exciting 
leisure potential that an advanced 
industrial society could unleash. If 
would use the new frontiers of the leisure 
experience, first hinted at by Aidous 
Huxley in the novels such as Brave New 
World 

The vague outline I've tried to sketch 
out in this article is one which I hope 

: nde owners and future entrepreneur 
will consider 

There's a great leisure potential 
going unrealised these days. Arcades 
should cater more (or the user. They 
should offer hot food and a place to sit 
down. They should also be placed where 
you can buy the latest software for the 
home system and magazines. 

A comprehensive view of the axcad* 
as a social meeting place will lead to 
improved standards of design, and 
their evolution into true leisure centres 
for people ol the 1980s as well as the 
1990s, Arcade owners should be stu- 
diously courting their clientele. 

The arcades I've been describing will 
come into exislence. But they will 
probably be not in Britain but in 
America, Q 
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A habit-forming -has-been, or a 
real alternative to the black 
linger gobbler? If the Spectrum 
can be compared to the Model T Ford 
(any colour so long as its blackl), the 
Acorn and Apples lo Cadillacs and 
Continentals (all chrome for a price), 
where does that leave the Vic-20 as a 
contender lor ihe gamers consideration? 

The Vic-20 is one of the most sensible 
micro designs, and the price - with 
today's chainstore discounting - one ol 
the cheapest and besl value lor money. 
The Vic has a touch-sensitive QWERTY 
keyboard, rather like an electronic type- 
writer, It makes a great change from 
those micros which leave your lingers 
feeling like they've been playing 
knuckles with a piranha fish. 

The Vic-20's sixty-five keys compare 
favourably with the TI 99/4a's forty- 
key similar board, and the Spectrum's 
forty 'dead flesh* keys. Unlike the 
Spectrum, each key has its own function, 
which simplifies operation. And access 
to sixty graphic symbols via the special 
Commodore key makes programming 
of ping-pong type games simple. 

You can get eight colours from the 
Vic-20 keyboard. Using the POKE com- 
mand can increase those colours to 
sixteen. The border of the screen is tied 
to black, white, red, cyan, purple, 
green, blue and yellow. 

The voices of the Vic can, in the right 
hands, produce an amazing array of 

sounds- Three of 
the voices are 
musical and the 
fourth is a noise 
generator. Used 
together, they 
can produce most 
oi the sound effects 
familiar in com* 
puter games. The 
small screen - 22 
columns acrces by 
23 do wn - is annoy- 
ing for serious 
programming. But the 506 screen 
locations are ideal lor simpler games. 
With machine code you can open up a 
wealth of high-resolulion graphics. You 
can get arcade-quality games that 
match Ihose ol any other similarly 
priced micro. 

Examine the Vic from righttoleft Fust 
you will see the games port, It will take 
two paddles, a light pen or a joystick. 
The Commodore joystick is average but 
inclined to be a bit sluggish and in- 
sensitive. To save getting gamers 
cramp. I bought from Tandy an Archer 
Deluxe with rubber suction cups on the 
bottom to get stability for those really 
high scores. "Hie power supply is rugged, 



Andrew Cole-White 
gets into the Vic-20 

except lor the attaching prong. This 
tends to slip out of the computer if 
tugged. 

The expansion port is for gamers who 
want to expand the capabilities of their 
machine. The 3.5K memory hampers the 
most creative games on the market. So 
you need 3K, 8K and 1 6K RAM expanders 
if, for instance, your Vic-20 games are to 
match those available for the Tl 99s 16K 
or the Spectrum's 48K. For the la2y, 
Commodore produces a range of games 
cartridges that save that annoying wait 
lor the tape to load. The snag is that, at 
anything up to £25, its an expensive 
way to build a library of your favourite 
brain-teasers. 

The video output uses a modulator to 
adapt the signal for TV. The five-pin din 
plug for the video port, the phono plug 
and the coaxial are all a bit delicate. 
You should always havea spare to hand, 

The serial bus connects to the disk 
drive and any printer. The Commodore 
disk drive is one of the best value for 
money units on the market. It costs up lo 
E220, subject to discount, and stores up 
to 170,000 characters. 

For the budding games programmer, 
the choice ol a printer is made easy by 
Commodores selection of dot matrix 
printers that produce a reasonable type 
and can handle all the Vic-20 s keys and 




special command symbols. Value lor 
money is probably the 1526 printer at 
£345. If you want letter quality in 
QWERTY, try the Silver Reed EX 43 at 
around £275 including VAT, The 
bad news is that the IFS.40 interface 
needed to operate it is £140. This gives 
you about eight cps (characters per 
second) compared with the dot matrix 
rate of 60 cps to 160 cps. 

The dedicated cassette, or datasette 
asCommodorecallsil. is such a change 
from having to worry about wiring up 
your own cassette. The Vic directly con 
trols the loading. All you have to do is 
press the nght buttons. Tapes obviously 
are cheaper than cartridges and, wiih 



the expansion RAM of up to 16K, can 
produce cartridge quality games in the 
vein of Donkey Kong, Bongo, multiple- 
maze or Computer Wars. Most Dungeon 
and Dragon type games need a lot of 
memory which, coupled with the Vic's 
sound and graphics, give it an edge 
over similar micrbs. 

Now that we've dealt with the Vic-20's 
configuration, lets get down to its all 
important games. 

The main drawback of the Vic-20, as 
I've already mentioned, is its unex- 
panded lack ot memory. Al3.5K, or3583 
bytes to be exact, the quality and in- 
dependent movement of the figures 
suffer. Unexpended games are In Ihe 
sci-fi shoot- em-up variety, and usually 
have repeating sequences ol targets. 
Space Phreeks by Rabbit Is a good 
example. After half a dozen plays you 
will know intimately how to beat the 
invading characters. 

Because it is so easy to lift graphic 
blocks off the keyboard you tend to find 
familiar patterns on some ol the tapes. 
One of the more unusual games that go 
very well on the Vic is Blitz. It doesn't 
conform to the usual pattern, and relies 
more on skill than most. 

Another simple yet different game is 
Space Joust by Software Projects where 
the object is to hit opponents while pro- 
tecting your players. Ping-pong games 
like Another Vicin the Wall in ihe Break- 
out mould require a better joystick than 
most on this micro. Obviously, with a 

better joystick, 
games like Vic 
Scramble be- 
come easier, 

The cartridges 
are a good invest- 
ment if you want to 
spend all day with 
GORF or using 
the more up- 
market uses pack- 
ages like the ex- 
cellent chess pro- 
gram, Sargon U t 
with its changing screen and border 
colours to help relax those tired eyes 
after an all-night sitting trying to show it 
who's boss! 

OI the leading software houses, 
Uamasoft. Bug-Byte. Rabbit and 
Commodore seem to produce consist- 
ently above-par games that have a long 
interest span* 

The Vic-20 certainly instils a chauvin- 
istic attitude to other micros and 
generates an addiction that is hard to 
kick. The sports car with the moped 
engine is certainly an ideal starter for 
the gamer of all shades until weaned 
onto the sensible power of the 
Commodore 64* □ 
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Abrasco 

Allen Huntir (SF) £7.50 

Android Attack (SF) £9.95 

Catche Troop 10 £7.50 

Double Troubli (SK) £9.50 

My Snatcher (SK) £7.50 

Niter Hani a (SK) £7.50 

Vlxplode (SF) £8.50 

Anirog 

Battlefield (0 £5.95 

Bongo (CD £7.95 

Cosiic Conando (0 £5.95 

CraNlertC) £5.95 

Dark Dungeons (A) £5.95 

Dotiin (H) £5.95 

Dungeoni (A) £5.93 

Fire Balaxy (0 £7.95 

Frogrun (SK) £3.95 
Balactic Abductor (SF) £7.95 

Krazy Kong (CD £7.95 

Nini-Kong (CD £3.95 

Pharaohi Toeb (A) £3.95 

Skraible (0 £7.95 

Slap Dab (D) £5.95 

Star Defender £7.95 

Xeno II (SF) £7,95 

Zokt Kingdoi (A) £5.95 

3D Tiie Trek (SF) £5.95 

Argus Press 
Software 

Ceils and Sefptfltf £6.50 

Conquering Everett £6.30 

Deaon Knight (A) £6.50 

Detective £6.50 



Artie 




Frog Chaic (SK) 


£5.95 


Nartiam (SF) 


£5.95 


Serai 20 (SF) 


£5.95 


Tank Battle (C) 


£5.95 



ASK 

Nuaber Chase (SK) £8.93 
Rainbox Toners (SK) £8.95 

Atariso-f t 

Donkey Koog 
Pac-Han 
Audiogenic 

Alien Blitz (SF) £7.95 

Aaok (SF) £6.95 
Astro Blitz (SF) £19.95 

Blockade (SK) £6.95 

Bonzo (9K) £7.95 

Catadyei (SF) £5.93 

Cloudburst (8F) £3.95 
Codeeaker/Breaktr (SK) £7.95 

Barden (SF) £7.95 




Bolf VIC (SP) £7.95 

6randeastar (SK) £17.95 

Kaktus (SF) £7.95 

Konic Kaiikaze (SF) £7.95 

Hagntficent 7 (SF) £4.95 

Hangrovc (SK) £7.95 

OutMorld (SF) £5.95 

Pit (SF) £7.95 

Renaissance (SK) £19.95 
Sateilitei t 

HtteoriUf (8F) £19.95 

Shifty (SK) £5.95 

Spiders of Hart (SF) £5.95 

Teddy (SK) £3.93 

The Alien (SF) £7.95 

Bridge 
Software 

Vic Invaders (SF) £6.90 

Bug-Byte 

Another Vic in 

the Hall (SK) £6.95 

Asteroids 
Chin 

Coieieds (SF) £6.95 

Panic 

Scraable (SF) £6.95 

Vic Ganon (SK) £6.95 

Commodore 
Adventure 1 

- Advtntureland (AT) £9.99 
Adventun 2 

■ Pirati Cove (AT) £9.99 
Adventure 3 

- Mission 

Iipossibli (AT) £9.99 

Adventuri 4 

- Voodoo Cut li (AT) £9.99 
Adventure 5 

- The Count (AT) £9.99 



Alien (SF) £9.99 

Avmgir (SF) £9.99 

Blitz (C) £4.99 
Cosiic Cruncher (SF) £9.99 
Cosiic Jailbnak (SF) £9.99 

Eiwtt Attack (SK) £4.99 

Borf (SF) £9.99 

Hoppit (SK) £4.99 

Hatchiakir (SK) £9.99 

Hinagtrie (SF) £9,99 

Hole Attack (SK) £9.99 

Honey Han (SK) £9.99 

Oiega Race (SF) £9.99 

Patienci (SK) £4.99 

Rat Raci (8K) £9.99 
Sargon II Chiss (SK) £9.99 

Ski (SK) £4.99 

Spictre (SK) £4.99 

Spacesnake (H) £4.99 

Stop Thief £4.99 
Super 6aies 

Pack 1 (SK) £11.99 
Super Gaies 

Pick 2 (SK) £11.99 

Super Lander (SF) £9.99 

Super Slot (SK) £9.99 

Trap (SK) £4.99 
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Abductor 




Hell Bate 




Later Zone 


£6.00 


Hatrix 


£6.00 


fletegalactic Llaias 




Battli at thi Edgi 




of Tin 


£5.50 


Traxx 


£6.00 


Lyversof t 




Birds of Priy 


£5.95 


Crazy Cliiber/ 




Apple Bug (SK) 


£5.95 


Deion Driver (D) 


£5.95 


Hearts & Diaionds/ 




Hi-Lo (SK) 


£5.95 


Lunar Rescue (SF) 


£5.95 


Riddli of the 




Sphinx (A) 


£5.95 


voyager (SF) 


£5.95 


Melbourne House 


Cosioniut 




Thi Hizard and thi 




Princess 




Micro-Gen 




Nines of Saturn/ 




Return to Eirth (SF) 


£5.93 


Micromega 




6ulpian (H) 


£4.95 


Mr- Chip Software 


Bugty 


£5.50 


Jackpot 


£5.50 


Kwazy Knacks (SK) 


£3.50 


Pacianii (H) 


£3.50 



Novasof t 

Cyclotron (SF) £5.95 

Dungeon Oroid (N) £6.95 

Vic-Torian Follies 1 

Sea Quest (A) £6.95 

Vic-Torian Follies 2 

Thi Gnat Air Ran (A)£6.95 
Vic-Torian Follies 3 

In Siarch of 

£6.95 



Hinning 6aaes on thi 




Dracula (A) 


VIC 20 (SK) 






£11.95 




Quicksil va 
Harvetter « 


Imagine 




Braintton (SK) 


Software 




Pixel Povcr (U) 


Arcadia (SF) 


£5.50 


Skyhank (SF/SM) 


BiNitched (A) 


£5.30 


Starquest « 


Catcha Snatcha (SK) 


£5.50 


Encounter (SF) 


Frantic (SK) 


£5.50 


Subtpace Striker 


Hacky Haitirt (SK) 


£5.50 


a lor (SF) 



£7.95 
£7.95 
£7.95 

£7.95 

£7.95 
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Tornado (SF) 


£5.95 


Trader <A6> 


£14.95 


Phoenix 




Software 




Four Sates to 




Freedoi (AT) 


£9.99 


Tht "0' Level Caper (AT) £9. 99 


Rabbit Software 


Anti Hatter 




Splatter (SK) 


£5.99 


Centropods (SF) 


£5.99 


Carrier Attack (SK) 


£5.99 


Critten (SK) 


£5.99 


Cyclons (SF) 


£5,99 


Daabuster (SK) 


£5.99 


Escape H.C.P. (SF) 


£5.99 


Lunar Rescue (SF) 


£5.99 



Myriad (SF) 
Pakacuda (SF) 
Paratroopers (SK! 
Skraible (SF) 



£5.99 
£5.99 
£5.99 
£5,99 



Romik Software 

Alphoids (SF) £5.99 

Aninal Magic (SK) £5.99 

Atoi Slasher (SF) £6.99 

Caterpillar (SF) £5.99 

Insector (SF) £5.99 

Martian Raider (SF) £6.99 

Mind Twisters (SK) £4.99 

ftoons of Jupiter (5F) £7.99 
Hultisound 

Synthesizer (SK) £6.99 

Pedes and Mutants (SF) £6.99 

Po«er Blaster (SF) £5.99 

Quadrant (SF) £6.99 



Shark Attack (SK) £5.99 

5«ord a* Hrakel (A) £5.99 
Zorgon's Kingdoi (A) £6.99 

Software Projects 
Beckgaiion (SK) 
Space Joust (SK) 
Space Snan (SF) 

Temptation 
Software 

Alien Vortex (SF) £5.95 

Cobus Haze (R) £5.95 

Hicropoly (SK) £5.95 

Search Mord 

Sware (SF) £5.95 

ThunderUash £5.95 



Terminal 

Pinball Wizard 



Software 



Thorn EMI 

Computer Har (SF) £19.95 

Fourth Encounter (SF) £19.95 

Medieval Joust (0 £19.95 

Mine Madness (SF) £19.95 

Mutant Herd (SF) £19.95 

River Rescue (SK) £24.95 
Submarine 

Coiiander (0 £24.95 

Tank Coiiander (0 £19.95 

Ultimate Play 
The Game 

Jet Pac (SF) £5.50 

Virgin 

Creepers (SF) £5.95 

Envahi (SK) £5.95 

Mission Mercury (SF) £7.95 



Casting covetous eyes on the Vic-20 alter reading our review? Just till in the 'balloons' in the cartoon 
below - the most amusing (and most appropriate to the Vic-20) will win this month's super prize. 

CARTOON CAPTION COMPETITION ENTRY FORM 



My captions for RJ Evan's cartoon are 

Doctor: 

Gamepaws: 

Name: 

Address 



To July Competition, TV GAMER. 
187 Oxford Street. London 
W1R1AJ 
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April's competition was a real toughie. Winner 

Pamela Marchant certainly worked hard (or her 

pnzel For those of you who didn't make it all the way, 

here's the complete set of answers. 

" 1 . Where a mammal oilers an amphibian. " Page 58. 

Rabbit Software list includes Frogger. 

"2. Where we talk of a very old pen, a library, a paint 

stand and a very new machine." Page 23. Sinclair 

OL review includes lour programs - Quill, Abacus. 

Archive and Easel. 

"3. Where we mention a small mammal with a small 

brain." Page 21. Mention is made of the use of ZX80 

computers for micromouse applications. 

"A. Where M/2 comes in a flock of male sheep. " Page 

23. A half megabyte rampack for the Sinclair OL. 

. Where one may be enticed in prison." Page 59. 
Temptation Software has a game called Dungeons of 
Doom. 

"6. Where a two-foot high creature with furry feet 
and a liking (or big breakfasts could be delivered 
upside down." Pages 29, 31 and 58. TheHobbit, from 
Melbourne House. 

"7, Where a large mammal offers to rumble walls by 
trumpeting or to be agricultural. " Page 25. One of the 
cassettes from Elephant Software offers Jerico 2 or 
Farmer Horace. 

"8. Where we learn that the Spectrum costs only 
E2.71 per K." Page 22. Cost of the Spectrum 48K at 
CI 30. 

"9. Where the present is offered by an Inducement." 
Page 25. Incentive Software has a game called 1984. 
"10. Where we find the last place to visit without a 
blood donor's card." Page 59. Vampire Village from 
Terminal Software. 



The lucky winner of a 48K 
Spectrum plus penpherals 
and £400's worth of games is 
Pamela Marchant. 1 1 Cran- 
brook Road, St. Loyes. Exeter 
EX2 5HG. 
RUNNERS UP: 

Simon Brocklehurst, Three- 
ways, Southfield Road, 
Chislehurst, Kent B7 6QR. 
PA Daley, 2 Mayfield 
Crescent, Northwood. Stoke- 
on-Trent, Staffs. ST1 60). 
PG Davies. 87a Penkett Road. 
Wallasey, Merseyside, Liver- 
pool L45 7Q0. 

Philip Goodwin, 31 Hengist 
Gardens, Wicklord, Essex 
David Holmes, 12 Yarrow 
Avenue, Maghull, Mersey- 
side L319DO- 

Gordon Longhurst, 6 Raleigh 
Close, Rothwell, Nr. Ketter- 
ing, Northerns NN 14 2SX. 
Hugh MacDonald, 45 Wilmer 
House, Dahng Way, London 
E3 5NN. 

I McCree. The Hawthomes, 
Laneside. Waddington. Clith- 
eroe, Lancashire BB7 3JE6Y. 
Daniel Spehnjak, 36 Ranby 
Road, Coventry CV2 4GS. 
MH Stamp, 27 Middle Lane, 
CherhiU, Calne, Wiltshire 
SNU8XX. 

Derek Tail, 294 Ringmore 
Way, West Park, Plymouth 
PL5 3RL. 



The 24 Activision car- 
tridge names in the 
word search grid were; 

KEYSTONE KAPERS BOXING 
pSECATrfLON ENDUR0 
GRAND PRIX HAPPY TRAINS 

KEYSTONE KAPERS MEGAMAN1A 
PITFAIL RIVER RAID 

SKIING STAMPEDE 

CHOPPER C0MMANI DRAGSTER 



FISHING DERBY 
ICE HOCKEY 
DWK 

BOTTANK 
STAHMASTER 



FREEWAY 
KABO0M 
PLAQUE ATTACK 
SEA QUEST 
TENNIS 



CARTOON CAPTION COMPETITION 
ENTRY FORM 

My captions for RJ Evan's cartoon are 



The ten winners, who each 
receive five Atari VCS car 
tridges. are as follows: 
R Antill, Thorns Cottage, 
Wickham, Hants P017 5JT. 
Tom Daniels, Hartismere 
Church Road, Brig hthng sea, 
Nr- Colchester. Essex- 
Andrew Halstead, 17 Mosely 
Avenue, Holcombe Brook, Nr. 
Bury. Gl. Manchester BLO 9UH. 
Peter Hawthorn, 54 Manley 
Road. Whalley Range, Man- 
chester 16. 

Alex Mitchell. 260 Wollaton 
■ad, Wollaton, Nottingham. 
David Morgan, 74 Barton 
Road, Canterbury, Kent CTl 
1YH. 

Geoflrey Read, 15 Brook 
Avenue, Warsash, Hants 
SQ3 6HP. 

Hona Slurrock, 1 2 Dean Park 
Sir- nnburghEH4 1|W. 

Palsy Williams, 58 Amsterle 
Avenue, Beacon Park Estate. 
Skegness. Lines, 




Doctor: 

Gamepaws: 

Name: 

Address ... 

>*n/v^ l J^f^-^^^ To July Competition, TV GAMER, 

187 Oxford Street, 
London WIR 1AJ 
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"NOW YOU MENTION IT, HE 
HAD SPENT RATHER A LONG 

TIME PLAYING 
DUNGEONS AND DRAGONS" 




Try this mini I.Q. test to find out if you are eligible for membership of Mensa, 
the high I.Q- society. Four out of these five questions right and you will 
probably qualify. Which is the odd one out in each of these five questions? 
Answers are upside down at the base of this advertisement. 



a b 






26 22 18 14 11 

a b c d e 
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f '> p f 



r 



Please send me details about Mensa and a 
copy of your self administered test. 

Name 



Address 



1 



TVC 



To learn more about Mensa and 
how to take the Mensa entrance 
tests, return the coupon to Mensa, 
Freepost, Wolverhampton WV2 1BR 
(no stamp required). 
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uper Cobra 
i brilliant 
game in its 
own nghl, but is not very 
well known- Most gamers seem to 
think that it is an extremely 
poisonous snake lound m the 
vast depths ol the jungle. 

You'll be pleased to know that Super 
Cobra has got nothing to do with snakes 
whatsoever. His the sequel laScramble 
- a very popular arcade game with 
nothing to do with eggs. 

In Super Cobra t you control a killer 
helicopter. Il travels horizontally along 
rocky terrains, tall buildings, long 
lagged-edged tunnels and mountain 
tops, to get the booty and return home 
(start back at the beginning). Sounds 
simple enough. But, of course, it isn't. 
As you are travelling on your treach* 



bombs which you can alternate by 
pressing the controller button- You also 
have a limited luel supply, indicated by 
a yellow bar at the bollom ol the screen. 
When this reaches zero, you will fall to 
the ground and hear an exaggerated 
crunch. Your copter will be reduced to 
eds. In other words: you're dead. 

Fear not! In the entanglement ol 
enemy dotted along the ground there 
are (uel tanks. Hitting one of these will 
partly replenish your luel supply. 

The game is started with a generous 
live lives. But Parker as in some other ol 
its games, gives you an extra hie only il 
you achieve a phenomenal amount ol 
points or do something next to imposs- 
ible. In Super Cobra, to earn one 
solitary extra life, you have to complete 
all 1 1 sectors and start back at the begin 
ning. What could be simpler 

There are six types ol enemy; rockets, 
ground artillery, flobbynoids, falling 
mines, comets and flying sauce 

Rockets just si! around, igniting 
themselves now and again. Sometimes 
they play a iunny game on you, o: 
ignite while you are directly flying 
above them. A word of caution here: be 
on your guard when these deadly 
sparklers are around. Unfortunately, 
this is almost always 

Ground artillery, instead of 
looking like tan ks, small 

cottages willi berilch j /-, Instead of 

smoke coming from the chimney, bullets 
are tired. Tanks wait lo indi. lb 

lavouhte pastime: target pra juess 

who the target is? Who else but you. 
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alien. They look like the letter X alter a 
large meal - big. I would: these 

aliens take rny dog tor a walk because 
they have no road sense. They bob 
and down like nobody s business, not 
giving a care what scorning or going il 
kept at a distance, these can be de 
v/ith easily. But when they're close, 
your chopper starts becoming the past 
je. 
Falling mines : fust what tl 
name indicates: lall. But they don't fall 
at any old time, They just happen to lall 
when you are beneath them* These 
devious foes hang from cave walls like 
icicles and are deadly il they get down 
your back. 

Comets : asteroids I * I ike pink 
mflatea tadpoles. These pose no gp 
threat to the player, as long as they are 
kept at a distance, and as long as you let 
m peek over your shoulder when 
you are reading your latest copy ol TV 
Garner- 
Flying saucers Sound as though 
they are recovenng tram a heavy meal 
that didn't agree with them. II th 
crazed antics of blowing you to Kingdom 
Come don't put you o(f, then their sound 
sure will 

Each sectoral Super Cobra is divided 
into two parts. After you complete a 
sector, there will be a short pause in the 
game while the screen displays how 
many miles you have cleared, going up 
by 1 .000 each time. While this malarky 
is going on, a short tune plays in I 
background. Incidentally, when you 




erous journey, you will meet such 
obstacles as ground artillery, falling 
mines, and an alien race with the 
unsavoury narneol Flobbynoids. 
Your arsenal consists oi missiles and 



li you are above a tank and it is about 
to lire, Ihescenecouldbesummedupin 
a simple equation: tank+chopper= 
chopper^ I. Be careful when bombing 
these beasts. They lire a1 every chance 

Flobbynoids i weird sort ol 



start the game a short piece ol music 
will start building up in the background 
as you enter your very first sector. 

Sector 1 of Supei Cobra contains 
mountains, some tall buildings and a 
short tunnel. Rockets and tanks are both 
active- You must get through the long, 
narrow iagged-edged tunnel to continue 
into sector 2, 
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Sector 2 

starts with □ 

lew tal) buildings and 

mountain tops, and leads 

into to another jagged-edged 

tunnel. Part 2 is similar to 

part 1. except for a different 

background colour 

In sector 3 the landscapes are not 
your problem. It's the Flobbynoids. 
These menacing aliens act as obstacles, 
The consolation here is that rockets 
don't ignite but. unfortunately, tanks do 
fire. In all the sectors from now on, tanks 
are active. Again, part 2 is similar to 

part 1. 

In sector 4, the Flobbynoids hinder 
you again as you try to make your way 
through a crooked -edged narrow tunnel. 
Part 2 is a series ol high and low moun- 
tains with the Flobbynoids making an 
encore appearance. Rockets are in- 
active in this sector. 

Sector 5 is falling-mine time. Here 

you have to go through a rather long 
tunnel, with a gigantic swoop in the 
middle, to get to the next platform. As 
you swoop down this narrow passage- 



rockets. 

Sector 6 seems quite tame alter I ' 
lot. All you have to do is cross a series ol 
tall mountains and platforms. Rockets 
are back but are inactive. Part 2 is the 
same as part 1 except for a few more 
small mountains. 

In sector 7 you are attacked by 

crazed comets which try to hurtle their 

way into your chopper. Dotted along the 

ground is a string ol small mountains, 

and again rockets are inactive. Part 2 is 

the same as part 1 but with a different 

background colour. 

Sector 8 is a recipe of tall mountain 

tops, a rather large tunnel and some 
more tall mountain tops. For dessert you 
are given a healthy bunch of flying 
saucers. 

If part 1 sounds hard, then get your 
teeth into pari 2. Flying saucers bob up 
and down frantically as they shoot at 
your chopper . Another fave trick of 
theirs is to hide in a place where you 
cannot get at them - but they can get at 
you. Rockets again are inactive. 

Sector 9 calms down a little bit and 
has the player flying across a couple of 
mountains and medium-sized buildings. 
For some reason, the graphics in sector 
9 turn a little darker. Rockets are now 
active and the general action of the 
game play speeds up. Part 2 is near 
enough the same as part 1 . 
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chunky variety and a few platforms. Part 
2 hides the fabled booty. To leave this 
sector and start back at the beginning, it 
must be picked up and taken out. Failure 
to do so will result not in losing a life - 
fortunately - but going back to the be- 
ginning and trying again. For some 
reason, in this sector, when rockets 
ignite they sometimes vanish and tanks 
are known to vanish for no reason. 

If you are one of the few owners of this 
cartridge, you may be encountenng a 
problem. When you fust get the game 
out of the box and try to load it into your 
XL computer, the computer may go into 
the sets itst mode or display a strange 
array of brightly coloured graphics. Do 
not panic. Panicking leads to low Super 
Cobra scores. Keep on trying, and it will 
eventually load. 

Panic only if, after about 10 to 20 
minutes ol trying, you still cannot get it 
to load. Take It back to the shop you 
bought it from. 

Also, you may find that, if you take 
out a toystick in mid-game, the game 
suddenly ends with the screen display- 
ing a rather odd graphic lay-out. This 
also happens when you press a key that 
does not have a function. This, I'm 
airaid, we can't do anything about. 
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way, a tank waits to greet you With 
bouquet ol ammunition. Your survival 
here will depend on what stale ol mind 
our heavily armoured fnend is in. Now 
and again - for a little laugh - he'll 
shoot, knowing you've got no escape. 
But if he is feeling generous, he'll 
probably let you go tree. 

Part 2 is the same as part 1 but with a 
different background colour. You'll be 
pleased to know that there aren't any 



Sector 10 ;s probably the hardest 
sector in Super Cobra. Here the player 
has to cross a series of very tall buildings 
and another of very narrow corridors as 
rockets ignite and tanks fire from below. 
A great deal of precision Dying is needed, 
and also a great deal of well-timed 
swoops. 

Part 2 includes another set of buildings 
and corridors, but is not as difficult as 

part I. 

Sector 1 1 contains a mixture of small 
mountains, tall buildings of the thin and 



What we o Is console (!) you with 

some strategies. 

First and foremost: don't wiggle up 
and down (in the game, not real life). 
Super Cobra and Scramble players are 
sometimes known to subconsciously 
wiggle the chopper up and down when 
playing. This is a bad habit, and leads to 
the player dipping .er or his pocket 

for another 10 pence bit or reaching for 
the start button one more time. 

In all sectors, alternate your chopper 
between fast and slow speeds (forward 
and backwaid). Try to anticipate what 
will happen next. In sector 1, as soon as 
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you start the 
game, lap the Joystick 
down once or twice and 
then press the hre-button a 
couple of times. Your bullets will 
"carry on moving and hit two enemy 
targets - guaranteed. 
For the first part of sector 1, LI 
advisable lo stay about the same level 
throughout. Also, residing in this sector 
is a rather tall building blocking your 
path on the way tosectorZ. Todeal with 
this, wait until there is a space (or you to 
get out above your chopper and then 
immediately move up and out 

Note: some of the strategies for sector 
1 can be used in other sectors as well. It 
ts also possible lo bomb through a solid 
wall But this takes time, too much effort, 
and is more trouble than it is worth- 
When you come to mountains with 
tanks behind them , it is best to bomb as 
you directly fly over the mountain. This 
is known lo give good results. 

There is not much advice on jagged- 
edged tunnels, apart from keeping your 
mind on what you are doing* keeping the 
joystick steady and bombing tunks as 
you fly over mountains. 

Try to keep Flobbynoids on the same 
level as you then simply tire for easy 
points. But, if a Flobby tnes to gel 
closely acquainted with your chopper 
{land on you), you must move acco 
mgly: forward or backward, sometimes 
up and down. 



SPECIFICATION 

Name: Super Cobra 
Supplier: Parker 
Price: £29.95 
Machine: Atari HCS 
Atari VCS 
Intellivision 
Coleco 

(Commodore 64 
coming soon) 
Rating: Value 3 

Graphics 4 
Sound 3 
Gameplay 4 



tunnels with single Flobbynoids in them, 
don't rush and start Flobbynoid bashing 
straight away. Just keep your finger on 
the fire button and manoeuvre through 
the tunnel Your charge wil! eventually 
hit the oncomer because he'll be in your 
path and in your line ol fire. 

Ii you are low on fuel, don't panic and 
ram the )oystick forward for a fuel tank. 
The chances are a rocket will perform a 
piece of magic - it'll make one of your 
lives disappear. Keep your cool, shoot- 
ing and bombing when necessary. A 
fuel lank should come along before 
your fuel time is up - when it does, nab 
it Continue this until you have an 
adequate supply. But if your fuel in 
cator is about two inches, start ramming. 

It is best to shoot falling mines instead 
of leaving them in the scenery. As you 
are flying past, one might take tt m its 

:;d- sorry, mine- todropinon you. It 
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for tanks. You may have to move forward 
quickly - providing there is no comet in 
front - or move up, down and then for- 
ward {not necessarily in that order) until 
there is a space for you to move out of its 
hneol fire- 
As you begin pari 2 of the flying 
saucer sector, one solitary saucer will 
be awaiting youal the entrance, bobbing 
up and down frantically and firing like 
mad. Simply fly above and then bomb it 
lo bits. When you are confronted by a lot 
of finng flying saucers, keep out of the 
way while they are firing. Then, when 
they stop for a second, pop up from be- 
hind a mountain and blast away. 

When you come to tall buildings - 
again - \\ is best to move back and forth, 
firing and bombing as necessary. 

In sector 9 - which is probably the 
hardest of the lot - you must go throu 
a series of tall buildings and narrow 
corridors which, needless to say, isn't all 
that easy. When you are confronted by 
fuel tanks on a platform don't lower 
self to destroy them. Instead, bor 
them as you go past. Where long swoops 
are needed, move the joystick in the 
diagonal direction you wish to swoop, 
manoeuvnng it back and forth to position 
yoursell correctly. 

Now, mighty reader, if you have per- 
severed through all 10 sectors, yuu » 
have the treacherous task of collecting 
the booty. Here are some more tips. 

Try to shoot all tanks - and anything 
else, come to that - on top of buildings. 
They are easy targets which lead loeasy 
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An added danger here is tanks. 
While you are concentrating on the 
Flobbynoids. a cute little tank will be 
concentrating on blowing you to bits. It 
you see one, rush past before i! makes 
your chopper a thing of ihe past. Tor 



they are destroyed, they may find this 
hard to do. 

When you find yourself in the middle 
of a comet field, keep around the middle 
portion of the screen. Move up and down 
now and again to avoid oncoming 
comets from above and below. Fire like 
hell at the same time- Again, watch out 



points, As soon as you catch sight of I 
booty, move forward to get to it. Then, 
as you cross the tall building exactly 
before tt, move the joystick m the k 
bottom-diagonal position while moving 
the chopper back and forth to get i: 
the exact stance to grab the booty. On 
done, move the Joystick in the top-ng ! 
diagonal position . still moving back 
and forth, to get the blazes out of there.Q 
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ornbjack is THE 
game lo look out 
lor this month. 
Al first sight it looks Ilk© a lairly 

conventional game with not a video 
disc, laser or stereo speaker lo be 
seen. But underneath its unassuming 
exterior Bomb Jack has something thai 
is sadly lacking in many other games: 
unlimited quantities of sheer, uncom- 
plicated fun. 

The game s leading character is an 
odd little fellow who looks not unlike 
Superman wearing a Viking helmet. His 
aim in life is to collect the bombs which 
are scattered around the screen, all the 
while avoiding robots and other nasties 
which threaten to destroy him. 

There are 24 bombs in each scene. 
After the first has been collected the 
bombs begin to fizzle, one at a time. 
Collecting each fizzling bomb In 
sequence gains maximum points of 
50,000* Collecting the bombs at random 
is a lot easier but not nearly so pro- 
ductive in terms of your score, as each 
bomb is worth a mere 100 points. 




Filling bombs stai t in Egypt. , . 



While you're busy collecting, sundry 
robots, flying horses and footballs are in 
hoi pursuit. If they touch you. you lose 
a life. 

From lime to time, balls float around 
the screen. You should go all out to cap- 
ture them. Each ball contains a letter; 
E=extra life, B=5xbonus and P=power 
ball. The E ball is self-explanatory, B 
increases all scores by a factor of five on 
the screen where the ball was captured, 
and the power ball renders all the 
opposing forces helpless for a lew 
seconds, so you can capture them and 
score additional points. 

Having completed the first five screens, 
the game naturally becomes a little 
trickier. The backgrounds remain the 
same- But the platforms, which are 
placed at strategic points on the screen, 
become longer, restricting your move- 
ments. As the game progresses, these 
barriers get longer and longer until they 
form a maze. As if that wasn't enough of 
a problem, the robots, etc, become 
more aggressive. 
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. . . and follow lack to Greece 

Controls on Bomb Jack are simple: a 
four-way joystick and a jump button 
enable the little fellow to catch the higher 
bombs. Tapping the button as fast as 
you can allows him to hover. This feature 
comes in very handy when reaching for 
the bombs along the top of the screen. 

The background scenes bear no re- 
lation to the game, but there's no denying 
that they're very attractive. The first 
scene features the Sphinx and one ol 
the great Egyptian pyramids. The 
second, the Acropolis (or is it ihe 
Parthenon?) lollowed by a Bavarian 
castle, the Manhattan skyline and, 
finally, wha! looks like a night-time 
view over Hollywood, 

The sound effects are excellent But 
on a lengthy game the Iheme tune can 
become a little tedious. Such a minor 
complaint should not discourage you 
from grabbing a handful ot 10 pence 
pieces and rushing out in search of 
Bomb lack immediately - if not sooner 
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Acropolis or Parthenon? 



Thinking ol a follow-up to the 
tremendously successful Track 
and Field must have presented 
Kornani with a real headache. It finally 
plumped lor Circus Charlie, a game 
with some similar elements lo Track and 
Field but based on circus acts. 

The general idea of the game is lo 
negotiate tests of circus skill, the firsl 
being the performing lion. Using Ihe 
joystick and the jump button* the lion, 
with Charlie on its back, is persuaded to 
jump through a series of flaming hoops. 
Every so often there is a little bonfire on 
the ground - and it's all too easy lo jump 
through a hoop only to land on a bonfire. 
Nasty, especially as Charlie and the 
lion sizzle before your very eyes. Watch 
out, too, for the money bags which are 
worth extra points. 

With a little practise, this Is one of the 
easiest routines lo master. 

Next comes the tightrope, Charlie must 
walk along it and jump over the monkeys 

Circus Charlie needs many skills 
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alien iorces in the air, under water or 
beneath the surface oi the earth. At 
various times throughout the game you 
are given the chance to change the area 
tn which you're lighting. 

I don't know whether it's |ust my 
eyesight, but the underground and 
underwater scenes both looked the same 




to me. It has to be said that the graphics 
in general are crude and contusing 
when compared to other, similar games. 
I had difficulty finding the targets to 
iot at. And when 1 did locate the hos- 
tile aliens, I felt that the accuracy of * I 
hi ing system was suspect. 

Apart lrom the joystick control, there 
are a couple of buttons, One is used tor 
warping into another scene, and the 
other for slowing the action. Both 
these use up energy, and the amoun- 
energy remaining is indicated at the 
bottom of the screen. When the supply 

tl! been used up, the game continues 
but you are no longer able to use tl 
warp or slow features. 

The best feature ot Albegas is the 
sound which is in stereo and very effec- 

-■-*. It's just a pity that the graphics and 
the game concept aren't up tu the same 
standard- 




In Japan, America and a lew other 
countries; a small, select group of 
electronic wizards spend their days 
hunched over their drawing boards 
md VDUs. It's their task to think up new 
and better games to satisfy the insatiable 
demands of the world's arcade game 
players. 

An enviable job, you might think, 
getting paid lor spending your time 
destroying hostile aliens, speeding 
around video race-tracks and trying to 
tind the best way out of mazes. But it can 
be frustrating trying to predict what will 
catch the game-playing public's imagi- 
nation. 

Making the wrong decision can prove 
expensive, so the manufacturers spend 
a lot time and effort trying to ensure that 
their games have 'player appeal'. This 
means thai a game's cabinet must look 
attractive, the sound effects must be dis- 
tinctive and the graphics eye catching. 
The game should have a name which 
sticks in the memory. And it must, o! 
course, be fun to play over and over. 



But no matter how much player appeal 
a game might have m theory, i I ea 

flop in practise. Regardless of how 
carefully a game is designed, there is 
one ingredient which It is impossible to 
quantify, program, draw or imaal 
and without which no game can be 
really successful. This myslenous 
substance is Factor X. 

The problem with Factor X lrom the 
game manufacturer's point of view - is 
that no one has been able to discover 
exactly what it is or how to ensure that 
every game has it. 

If a game does manage to acquire a 
spnnkllng of Factor X on its way to the 
arcade, it's guaranteed not only a new 
set of player controls in a matter of weeks 
but also a permanent place tn the video 
game hall of fame. Some of the games 
that have contained the magic lngre« ii- 
ent are Space Invaders, Asteroids (but 
not Asteroids Deluxe), Pac-Man i 
Defender More recently, Pole Position, 
Dragon s Lair and Track and Field have 
been among the lucky few. 



The special ingredient in an otherwise 
unspectacular game, which may at first 
glance look like dozens of others, c 

T-nieve smash hit status. Unfortunately 
lor the manuiacii they have no 

way of telling whether a game will 
succeed until it's actually standing in an 
arcade. The games which do contain 
Fa are constantly surrounded by 

groups o! players, clutching handfuls 

i silver and jostling lor ll 
privilege of being next to 
play. Next time you're in your 
local arcade checking out 
the new games, see if you 
can spot those v. 
have and those 
without that 
elusive 
Factor X-D 
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n 1982. thai rarest 
of rare commodities, 
an original video 
game captured Ihe imagination of 
hundreds of thousands of gamers 
throughout the world. Pitfall had 
arrived. As its fame spread, creator 
David Crane took on the status of a 
superstar. 

Pitt i spoken of in the same breath 
as Jaws or ET. So It came as no surprise 
when Activision announced in January 
of this year that Ms sacred cash cow was 
putting the tinal touches to a sequel to 
Pitfall worthy of Jaws 3D or Rocky 26. 
The world's leading trade buyers flocked 
to Activisions exhibition stand in Las 
Vegas tosee if Crane had done It again- 
nsappointed. 
Th- raJ character of the original 

Pitfall was a chap called Harry. Pitfall 



As Harry dashes past the condor, Quickclaw seems tantalisingly near. Don'tbefooled 



Harry is now a swashbuckling celebrity 
especially in Amenca, where he receives 
sacks of mull every day. His popularity 
has spawned a mini-industry of spin-off 
Products: stickers, T-shirts, frame tray 
and jigsaw puzzles, crayons, magic 
slates, colouring books, a Milton Bradley 
board game, and even a Saturday 
morning cartoon show on American TV 
network CBS- 
David Crane's latest adventure, I 
its predecessor, features Pitfall Harry. 
Having traversed the worlds jungles, 
Harry has Journeyed to "the mysterious 
mountains in Peru", accompanied by his 



Swimming towards the waterfall, Harry finds electric eels bar his way to the gold 




niece Rhonda and his cowardly moun- 
tain cat Quickclaw. His goal is to recover 
the celebrated Ra) diamond stolen a 
century before, and reputedly secreted 
in the lost caverns of the Incas. 

It becomes clear as we progress 
through the caverns that they are enor- 
mous: eight screens wide by - well, 
some secrets must be left unrevealed. 
With the normal Atari VCS 2600, such a 
large game matrix and smooth scrolling 
should be impossible. But a proprietary 

:p conceived and designed by an 
Activision technology team transforms 
the machine into a more powerful com- 
putet ' with advanced graphic and sound 
capabilities. Suffice it to say that graphi- 
cally, at least, you could be forgiven for 
thinking that you were playing an Atari 
800 game rather than one designed for 
ess sophisticated cousin. 

Having whetted your sahvatory chips, 
let's get down \o business and enter the 
lost caverns of the Incas. 

The adventure b&gins m a screen 
which looks remarkably like an exti 
from Pitfall L Harry is standing on a red 
cross on level one. The subtle hint of a 
solid rock face to his left offers a sug- 
gestion as to which direction to proceed 
in. At the top of the screen is our 
advance ol 4,000 points. Below, on level 
two, can be seen a cat-like character 
with trembling knees - can we have 
found Quickclaw so quickly? This is too 
easy. 

Bui there is no way down to Quickclaw 
on the first screen. So we set off to the 
right into screen two. 

Again, two levels can be seen. There 
is a bat flying irom left to right on the 
upper level and - inadvisedly - we stop 
to collect our thoughts. The bat touches 
our skin and we are magically trans- 
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ported back 

^k »^% ^ / to the rod cross 

C 1 % ^ / whence we started. 

■r \ / During Ihe time it takes 

^ X for us to be taken back to 

* the red cross, points are 

deducted from our score. 

Let's try again- Bui this time, 
we'll keep going to avoid contact 
with the bat. While rushing act 
screen two, a rat appears on the level 
below, waiting motionless for anyone 
who dares to pass. 

Screen three finds us under threat from 
a particularly nasty species of killer 
condor which flaps towards us. The 
condors flighi path across Ihe screen 
from left to right is like a shallow sine 
curve. 

To avoid contact, Hany lias to pass 
underneath when it's flying at its highest 
point. 

The same is true of the bats, except 
that their flight paths have more ups 
and downs. There are two kinds o\ bats 
- they look the same, but they have dif 
ferent flight patterns. Hallway across 
screen three, we are faced with ihe first 
directional decision- Should we jump 
down the hole in our patch (water can 
be seen below) or (urnp over it and con- 
is on our way to the nght? There is a 
::i!anda wrong decision here, as you 
will find ouL As we like living danger- 
ously, we took our lives In our hands 
and lumped down the hole. 

Splash -thank God, Harry had swim 
ng lessons on the plane Journey to 
Peru! We are in an underground river 
with a bank on the left. Swimming to- 



The lost caverns consist ol two towering cliiis bevelled by narrow ledges 



wards the left bank. Harry jumps out ol 
the water onto dry ground. Were now 
on the second level. Above our heads, 
the condor is still flying across the 
screen. 

Now, cast your brains back lo the 
opening screen where we saw Quick- 
claw on the second level. A logical 
assumption would be that going to the 
left from screen three would bring us to 
Quickclaw via screen two and the raL 
Unfortunately, lite in the lost caverns is 
rarely this simple, Our friend Mr Rat has 
a trap. 

If Harry swims to the right from screen 



Cross from cliff to cliff by lumping into the abyss- or hang ; balloon 





w 



three to screen lour, he will find a gold 
bar on the river bed. Tins is one of 
twenty-eight dotted around the caverns, 
each one of which is worth 5,000 points- 
Above the water, back on level one. an 
albino scorpion paces back and forth, 
guarding its small domain- Continuing 
lo the right, into screen five down a one- 
way waterfall Harry meets another 
envoy from mother nature to contei 
with: an electric eeL 

Screen six sees the other bank of the 
nver where Harry can once again put 
his pioneering feet on caverna firrna. 
Way above on level one, a poisonous 
frog guards a hole in the ground with a 
short, but vital, ladder below it ending 
in mid air between levels. 

Screen seven gives Harry a chance to 
practice jumping the scon This 

requires a steady hand and accurate 
timing. 

And so to screen eight - the top right 
section of the caverns. Above on level 
: i much lo Harry s disgust, is a gold 
bar. Howtogetlhatone?lnthecentreot 
ground is a hole with a ladder that 
leads down to level three and another 
gold ba:. 

We've now taken you across the 
uppermost two layers of the lost caverns 
from left to right. To go into such great 
detail throughout Ihe adventure would 
spoil the enjoyment of exploring on your 
own- Briefly, though, ihe lost caverns 
consist of two towering cliffs bevelled by 
narrow rows of led which are 

:tnected by ladders. The cliffs r 
separated by wide chasms which o 
be traversed either by ballcon or by 
simply jumping into the abyss. 

Red crosses, like the one on Ihe open* 
ing screen, are dotted around the 
caverns. This is what Pitfall Harry's 
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has to 

say on the 

subject. "Red 

crosses are as 

good as gold - go 

tor them. They'll never 

believe this when I get 

back, but it's like ti. 



SPECIFICATION 



Name: Pitfall II 
Supplier: Aclivision 
Price: £29.95 



Machine: Atari VCS 
Atari HCS 
(Colecovision 

coming soon) 



Rating: 



Value 4 
Graphics 4 
Sound 2 
Gameplay3 



mm 



whenever I succumb to any danger. 
I'm not pul out ol commission, as you 
might think. Instead, I'm magically 
transported back to the last cross 1 
touched/' 

It would be easier to tiptoe round ihe 
world in ballet shoes than to achieve a 
maximum score in the lost caverns. For 
the record, if you want a perfect score 



you must iind Rhonda, Quickdaw t the 
diamond ol Ra|, the 28 gold bars and 
the rat, at the same time avoiding con- 
tact with bats, condors, scorpions, eels 
and frogs. An unintended fall will 
deduct 100 points, as well. A possible 
199,000 points are up for grabs. But you 
should feel pleased ii you i over 

100,000.0 




L Make a map, Anyone who read 
I review of Pitfall J {TV Gamer. 
March 1984) will know that we advo- 
iring am nly 

le way of a ling lh 

venlure. Mu same is true here, 

as you will soon discover. We also 
defy anyone to get the m i irst 

time. Get a friend to help you 
heads are better than one* 

2. Look before you leap * be in 
too much of a hurry to jump into the 

3. Gold doesn't I is) Scrutinise the 
riverbed, 

4. Know your fliers. Get to know the 
flighl paths of the condors and bats. 



i should have the frequency 
Iheir ups and downs in your heo 
the beat of a favourite song- This wil 
be invaluableon your journey up the 
let' le of the caverns. 

.5. Look before you leap -again. Look 
cuts during the mapping 
stage. For example, you can 
all the way down the righi-hand dill 
if you get your timing rig] 
6* Stay on the surface of the water. 
Electric eels ran only zap you ii you 
ut, v Hei 

7 Frogs' le-.; pass a frog h 

ntally, you must go up and down 

8. Gold bearings: when mapping 
caverns, don't collect the gold b:i 
They're more use left as points of 
reference when you get losl. 

9. Don't panic. 



TELE GAMES 




ATARI GAME OWNERS— SILLY PRICES 




BUY any 1 game £2000 

-my 2 games ..f 35.00 

any 3 games £45 00 
any4gamee...£52.00 

.iny5()iimes . £58.00 
any 6 games £63.00 
any 7gamos ... f 67.00 
any 8 games £70,00 
(Nflll wrvice add SOp p#i gam* P*P) 

QIUm dppl'fttloaay Afii/to*c:^i: ■■■' *6q* wh+re blocks lasi 

■-musi (?<* purchased ar the s*" ■ btdrifaftmtil 

Oepos'l aecuin. (urni* awdiiaLil** Ffatrt je*** an* olhef p*omuirorr o* otto 



OFFER INCLUDES THE FANTASTIC PARKER 
PARKER RANGE OF GAMES 



iNtEUiViSiON 

OVER 85 
COMPATIBLE 
CARTRIDGES 
IN STOCK 

Intellivoice Module 
with any voice 
cartridge £54.99 

Iniilllvlslon Compute* 
and adaptor nod 
frfeCompuUf 
CarlMda.eC89.99 
Music Synthesiser 

C69. 

Some Cartudges 
on special oHei 
£9.95 oich 




TELEGAMESWIGSION 

tilCS LIB lit 



ADD f 1 0(1 

TOANYORDtR 

10VVAHDSP IP 



ALLAVAILABLE 
GAMES IN STOCK 

Turbo Unit wilh 

lufbogame 

CtiM'trtfjo 

£43.95 



99 



M 



COMPUTER AND 
ALLSOriWARf 
IN STOCK NOW 



SPECIAL 
COLECO OFFER 

£99.95 .vith 

DONKEY KONG, 

ZAXXONAND 

ANOTHER GAME 

Yes- 3 games and 
console lor £99. 9Sf 



Order your Computer 

Package NOW 

— at Special Price 



TELEGAMES 

Kilby Bridge. Wigaton. Leicester 800445 and 
Springfield Street. Market Harborough, Laics. 
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Beyond Software's latest game is 
The Lords of Midnight, which 
claims lo be an 'epic' game. 

You lake the role of Luxor the moon- 
prince, lord of the free. By virtue of the 
moon ring, which lends you the powers 
of vision and command, you control 
other characters loyal to you, move 
them through a landscape of Midnight 
and look through their eyes. Some of 
these characters are individuals, others 
are commanders at the head of whole 
armies; when you move a commander, 
his army moves with him. 

The computer plays the part ol Doom- 
dark, the witchking, and controls the 
armies loyal to him. The computer also 
governs the actions of the independent 
characters and forces. 

You blaze a heroic path through no 
less than 32,000 different panoramic 
views, the manufacturers claim. Each 




You will command armies trying to 
hold back the evil hordes ofDoomdt: 
the witchking. You will see the land of 
Midnight only through the eyes of the 
characters and commands you control. 




or stood at the doorway of the hut, 
gazing into the snowy gloom of the 
forest. It was ume t he thought. An 
icicle of fear touched him and shivered 
through him. Rorthron. the last council 
of the wise, needed his help. 



Deirdre Boyd sneaks an 
advance look at an 'epic' 

adventure with 32,000 

landscapes, and clues you 

in to the background. 



time you move forward, the landscape 
changes. Distant peaks will resolve into 
mighty mountain ranges, housing the 
great towers of the wise. Hanked by 
dark forests. And you will encounter 
citadels, igloos, lakes, icy wastes, rums, 
armies, villages, keeps and caverns. 

There are two ways of winning a 
victory over Doomdark. The first is by 
war, sending armies north to the plains 

From the tower of the moon s crowning 
dome of looking crystal, Rorthron looked 
around. Men< and fouler creatures, were 
preparing for war. Their Otoughts were 
only of victory; already they were 
exultant at the havoc they would wreak. 




Luxor's allies. None doubted that Doom- 
dark would deploy his main strength 
on the plains of Valethor and try agam to 
force a passage south across the plains 
of blood. Could they hold hn. 




of despair and seizing the citadel ol 
Ushgarak. where Doomdark commands 
his foul hordes. If you prefer a war 
game, concentrate on this assault. 

The second method is by quest, guid- 
ing Morkin, Luxor's son, to the tower ol 
Doom to destroy the ice crown, the 
source of Doomdark's power. Morkin 
has no army to help him on his journey, 
lor the ice crown sends forth the ice fear 
which withers minds. If you prefer pi i 
adventuie, this is the route to take. 

The Lords ol Midnight is the result of 
seven months' hard work by program- 
mer Mike Singleton. He has already 
planned two sequels: Doomdark's 
Revenge and 7?ie Eye of the Moon . 

Our preview gives an insight mto 
the opening moves and the characters 
you command. Do remember that this is 
a prototype: your shop might not yet 
stock it. 




South of the forest ot shadows, in . i 
almost empty land, lay the plains ol 
Gard. Here Doomdark kept a strong 
raiding band that had ventured even to 
the walls of the citadel. 



■ 



Save for the citadel of Gard, the lands 
in the west lie under no one's sway. 
Thefeyarein alliance, but their part m 
the war is mainly passive. As the lord 
ol Gard stares at the mountains of 
Ishmaley, the outlook is bleak. 
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Lord Xajorhth s ciiy is at peace* the 
people content But Fawkrm the 
Skulknn lurks outside: in his tunic ;s a 
small pouch of matted fur holding 
magic to freeze his prey, and his bite 
sa wound loul m hours. 



Of the free, there are many lords. Luxor 
must seek their loyalty, and gain control 
• heir armies. But he should not waste 
too much time seeking allies; there are 
others who will make line ambassador 




Iftc 



Not far distant, a possible ally to Lord 
Trom approaches. Me is aware that 
Doomdark must be challenged every- 
where. Leave one pathway unguarded, 
one chmk open, and a Hood of ice-cold 
terror will drown the medieval lands. 







Doomdarks creatures quailed as the 
great mist began to roll It grew thicker 
and taller, devouring the landscape. 
maris war cry rang out, then the air 
stilled. The Solstice war had begun. 









9 



lord of Whispers ' forest had 
flowed many doomish war bands. 

And the mountains of Ithril were too 
mdable tor the n umberless armies 

of the witchking to march across. 

Hhrorn is an easier passage. . ■ 
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I ut Luxor knows that also. Should he 
strike north, to attack Doomdark from 
behind? That would leave major citadels 
detenceless, but it may be better than 
ing on Doomdark on the plains ot 
her way, all may be lost. 



Lord Bnth looks out olhis keep to see a 
riderless horse. Luxor has come to seek 
refuge. He is armed with the moon ring, 
which gives him the powers ol command 
and vision, and will send a tide of 
hope across the cold land of Midnight 




Waiting outside, too t is the wise man. 
The wise have isolated themselves 
from the world and live like hermits in 
tall towers. But in the nght 
circumstances they will grant their 
help. Borthron is a useful ally. 




The lesser minions ot ;g 

', taking comlort in the knowledge 
that they will reap a rich harvest of 
death and pain across the battlefields, 
and nourishing their uncertain courage 
with lurid visions of pillage. 





As dawn breaks, the outcome of the 
previous days battles will be known to 
all commanders- ft the enemy has lost 4 

irmies will be destroyed in the 
night orhavefled t leaving you tree. 




Like the other warriors. Lord Athonl 
ponders on the day's events. Many 
things influence a battle: the number of 
troops, the terrain, the quality ot the 
commanders and 4 of course, the 
strength of the ice fear. 




If the enemy has not lost you can 
retreat with a tattered army, 
continue the struggle another day. If 
the enemy has won, your armies M 
be destroyed. Good luck go witli you 
on your quest and fare thee welllO 
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Steve Kitchen spent weeks with NASA so he could 

>gram Space Shuttle for Activision. Now he 
i gives TV Gamer readers the benefit of that 
knowledge to survive the program. 


















lying the Shuttle calls lor skill, 
planning and knowledge. lust as 
the NASA astronauts must train 
in all aspects of a shuttle mission, so you 
must thoroughly understand ail the 
aspects of your mission to successfully 
complete your flight. 

First, your performance as a shuttle 
astronaut is rated according to h 
much fuel you have leti al b rwn 

and how many Hitv ivesuccess- 

fully docked with iht ing sa f - 

Soil is important to save fuel at all times. 
Carefully avoid fuel penalties su has 
the off-course honi on Iduj 
entry. 

Once in orbit, you must plan each 
move as accurately and quickly as 
possible. Most players use up precious 
fuel by haphazardly performing orbital 
irioeuvres without any planning, in 
an attempt to dock with the orbiting 
satellite. And remember that, during 
your flight, luol is used up continuously 
to maintain your hie support and 
electrical needs. 

As for the mechanics of your orbital 
manoeuvres, there are some important 
points. When you've achieved orbit, 
you must set your pitch to -28°, othi 
wise your nose will not point down 
enough to see the orbiting satellite. 
Some players mistakenly set their pitch 
f*28°. They will never dock* If any 

m 4tcd manoeuvres change your pitch, 
always return your pilch to ~28 rj 
afterwards. 

The docking sequence is the most 
•^-consuming and complicated in- 
flight move. Accuracy was a pararnuun! 
concern during the design of spu 
shuttle, so it is important that you 
understand the principles of real orbital 
mechanics. 

The satellite is orbiting at an altm i 
of about 210 nautical miles, al a speed of 
Mach 23.9, To successfully dock. || 
shuttle must be at the same altitude as 
satellite. This is shown when Z = 0, 
same plane, when Y = (X. the same 
orbit location, and when X = and the 
oGine speed of Mach 23.9. 

Unfortunately, all these coordinates 
interrelate; affecting one can change 
another. For Instance, a speed of greater 
than Mach 23.9 will cause the shuttle I 
slowly drop into a lower orbit, and Z will 
rhange. Conversely, a speed ol less 
than Mach 23,9 wfll cause theflhuttl * 
slowly rise into a higher orbit. Changes 
intheshuttlespeed use: : !i r 

will often cause a nun-- I y mgeinlheY 
coordinate. This becomes critical during 
final stages of docking when all 
coordinates must be correct. 

The most difficult pnrt of the dock 
sequence is the relationship between 



theX' i tb jnd the speed. The X 

coordinate is not directly controlled by 
isters but only by the speed ol 
the shuttlei An easy way to visualise 
this is lo imagine two cars on a freeway. 
The Z value would be their altitudes 
which, because Ihey are on the same 
road, is always equal to zero. The Y 

i ordinate would be ther lanes, which 
direclly controllable i . 1 ■ steering 
wheel. Bl ir distances, orXvalu- 

would be controlled only by increasing 

i iecreo \ *eeds. 

To catch up with a speeding car. a 
trailing ir would have to accelerate 

k > r than the target vehicle. When I! 
close* to the first car. it must slow down 
and eventually, when all coordinn 
are equal, match that on B j-peed* On 
the other hand, if the target car was 
behind, you would have to slow down 
below its speed lo lei it catch up, then 
accelerate carefully to match the speed 
when it had caught up. 

In the same way. to decrease the 
distance between (he shuttle oi 
satellite, increase your forwaid speed 
greater than Mach 23.9 if the satellite is 
[head* and reduce /qui forward speed 
below Mach 23,9 il the satellite is behind. 
When the satellite comes close, keep 
ur speed near Mach 23.9, using only 
nun i ,;peed changes in the linal 
inocuvres. When all coordinates 
become zero, set your speed imme i 
ately to 23.9 to pace the satellite. 

member that, when you make 

major speed adjustments to change 

your distance from the satellite, your 

.iltiturie will probably ch<:i. p You must 

- i; I ire Imul docking. 

The OMS engines are lue efflciei 
tme saving when making major 

i aal changes. But they need carelul 
planning and execution, The OMS 
lines can help change both the Y 
and the Z coordinates simultaneou; 
and quickly. 

You can correct the Ycooi i in it*? alone 

without afiecting your altitude t tUi tg 

the yaw to a positive or negative 60°, 

lepen l.ngon which side the satellite is 

on, an- 1 setting y pitch to 0°, If tl 

h is set to a positive number, the 
shuttle will move lo a higher altitude 
while you correct your Y coordinate. A 
negative pitch will decrease youi altitude 
while you correct the Y. 

With a forward yaw of 0° or a back- 
wen i28°, a pitch ol zero will 

not directly affect your altitude. But it 
will greatly or decrease your 

Spee< ; id indirectly affect your a hi tude 
by the speed/altitude n uship of 

orbital mechanics. 

A positive or negative pitch with i 
forward or backward yaw will either 
enhan ■■■ i lecrease the altitude effects 
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of the OMS burn. Pointing your nose 

■wn and doing a forward OMS burn 
will increase your forward speed and 
reduce your altitude more quickly. 
Pointing your nose up during a forward 
burn will increase your forward speed. 
Bui i! will be much greater than Mach 
23.9. so you will start to lose altitude. 
Unless you want todothis, immediately 
slow down to Mach 23.9. Backward OMS 
burns are similarly aflected by your 
pitch value. Always return your yaw 

■*■ md your pitch to -28° when you've 
i leted your OMS burn. 

I - your de-orbH burn, you must put 
your speed at I' :3.9 and your Z co- 

ordinate at zero. Do this after the satellite 
has sped to 128 nautical miles, so you 
will not incur any interference. When 
you do your OMS burn, you must do il in 

i ■ complete go Don't lift your linger 
m the red button until your speed is 
Mach 19.0. il you do, you'll start to rise 
because your speed will be well under 
Mach 23.9. If you drop below Mach 19.0, 
gravity w ,|l lake over - you'll drop fast. 
Restore your yaw and pitch value for re- 

itry and close your cargo bay do 
very quickly. This must be done bel 
yon achieve enliy interface at approxi- 
mately 200 nautical miles. 

On the flight down, stay on the traiec* 
loiy line. If you've achieved six or more 
da be exceptionally careful. 

Youi trajectory window for i Is hall 

as wide us a noimal re-entry. Your fuel 
penalty is also twice as great: 120 fuel 
units for every second you're off course. 

On final approach, the cross-winds 
will die out at an altitude ol 1 1 or below. 
Concentrate on fce. n the upper and 
undsol the left-hand glide path 
screen. Don't lower your landing g- a 
until you ; runway and your 

range is a negative number. You'll now 
hear a high-pitched beep. With the 
gear down, you'll drop twice as fast- 
Nose down to the runway; as you hit 
you and your nose pop up. Keep the 
stick pushed lorward to get your nose 
gear down before you run out to the end 
ol the runway. 

Don't expect to fly the shuttle Haw 
lessly the lust time you try. It :ak 
many hours of practice and traintny t 
acquire the vital skill ana knowledge. 
The naming mission, flight number two. 
is s\ ' ally designed lo allow you |i i 
prn v res and techniques 

without the ! inci time constants of 
the real flight. I p*-: dry recommend 
(lying the shuttle with a friend acting as 
pilot and navigator. 

1 hope you enjoy your journey in' 
spu . i as I enjoyed designn 

it. Drop me a line c/o TV Gamer and let 

W you're flying I'd tow 
hear from you, P. 
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IN-DEPTH REVIEWS 
AdventureforVCS 
Alchemist lor Spectrum 
AticAtac for Spectrum 
DefenderforVCS ( HCS,C64 ( TI994A 
Dragon's Lair for Arcade 
Lady Bug for Coleco 
Miner2049erforAtah8iColeco 
Mr Do for Intellivision 
Night Stalker for Intellivision 
Pitfall (or Atari VCS,HCS 
Raiders of the Lost Ark for Atari 
VCS.ParlT 
Part 2 
Scramble tor Vectrex 
Star Raiders for Atari HCS 
Yar s Revenge for Atari VCS 
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ARTICLES 

Adventure Games: An introduction to the world of hobbits 

and wizards April 1984 

How Games Started: A look back to the early days (and nights) 

of computing. May 1984 

EasterEggs: The start of the hunt for secrets programmers 
hideintheirgames Winter 1983 

GamesareOK: Researchtoshowthatgamesaregoodforyou! April 1984 

Games Clubs-are they worth it? Alook at what you get for 

yourmoney. Winter 1983 

Games Governments Play: Aseries showing what the really 
big spenders get for our money. 
Sky Wars March 1984 

Battlefield Video April 1984 

War Games May 1984 

TV Gamer Awards: Readers select the best cartridge games 

of 1983 June 1984 

Special Delivery: Getting games into your machine. A run 
down on cartridges, cassettes, discs and other ways to get 
yourgames. March 19B4 

Tarrant TaRa!: Chris Tarrant'sview of computergames. June 1984 





March 1984 
June 1984 
April 1984 
May 1984 



All issues contain the latest news, reviews of new games, readers' letters, 
High Scores and Competitions. 

Note : Issues 1, 2 & 3 were each complete listings of all the games available for 
Atari VCS, Intellivision, Coleco and Vectrex video games. Many of the reviews 
were reprinted with amendments from issue to issue. Issue 3, Winter 1983, 
remains the most comprehensive listing of games for these machines. For 
those readers who wish to keep a complete set of TV Gamer, we will send 
ssues one, two and three together for only £2, while stocks last. 
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1. In what game do you have to 
swing across vines, avoid mon- 
keys, swim in croc-infested rivers, 
avoid boulders and save your girl- 
friend from hungry cannibals? 

a) Frogger 

b) Galaxian 

c) Jungle Hunl 

d) O'Bert 

2. After you've plugged every- 
thing in, how do you get your 
computer to work? 

a) Take n lor a walk 

b) Feed II 

c) Threaten to chop off its peripherals 
(painiul) 

d) Type or load in a program 

3. What is an caster egg? 

a) An oval-shaped chocolate thing that 
you receive at Easter 

b) A hidden feature in a game purposely 
put there by the programmer 

c) A hidden feature in a game not pur- 
posely put there by the programmer 

d) Oneof the nasties in Caverns of Khafka 

4. Who can we thank for such ar- 
cade games as Defender and 

Robotron? 

a) Your brother 

b) Eugene Jarvis 

c) BobPullaro 

d) Helen lames 

5. What is the mark of inexperi- 
enced Defender players? 

a) They forget to put a coin in the machine 
and try to play the attract mode 

b) They shoot their humanoids 

c) They leave the machine with the 
screen displaying GAME OVER and 
a lull set of smart bombs 

d) They mistake it for Scramble 

6. What is the latest in the line of 
Pac-Man games? 

a) Pac-Dog 

b) Next Door Neighbour of Pac-Man 

c) Super Pac-Man 

d) Pac-Man and Robin 

7. What is the most complex ad- 
venture for the VCS? 

a) Adventure 

b) Pitfall 

c) Galaxian 

d) Raiders of the Lost Ark 

8. Before Atari was called Atari, 
it was going to be called a dif- 
ferent name. What was it? 

a) Hyper-Vld-S 

b) Synagy 



c) Pong 

d) Twilight 



Electronics 



9. Which of these games hasn't 
had a sequel or has one planned? 

a) Pole Position 

b) Missile Command 

c) O'Bert 

d) Super Breakout 

10. What is the difference be- 
tween VectorScan and RasterScan 
graphics? 

a) Vector graphics are sharp, clean, and 
precisely etched; Raster graphics are 
tmy pixels matted onto the screen to 
make up the picture 

b) Vector make you feel hungry - Raster 
makes you feel thirsty 

c) Vector causes side effects: players see 
large white space-ships and hear ex- 
plosions and high-pitched whooping 
sounds at 3.00 am 

d) VectorScan games are easier to 
clock 

1 1 . Which of these games are not 
VectorScan? 

a) Star Wars 

b) Asteroids 

c) Defender 

d) Draw Back 

12. When should you use Hyper- 
space on Asteroids'? 

a) The six-year old standing behind 
tells you to 

b) You feel a sneeze coming on 

c) You're in a tight spot and can't use 
anything else 

dj The small saucer comes out 

13. Who is Brad Stewart? 

a) The man who adapted arcade 
Asteroids for the Atari VCS 

b) The person who operates Roland Rat 
(yeahhh) 

c) The bloke who does all the stunts in 
Rainbow 

d) The programmer of ftp Off 

14. What was the first video game? 

a) Pong 

b) Computer Space 

c) 3D Tiddly Winks 

d) NB Attack 

15. Who was responsible for it? 

a) Nolan Bushnell 

b) Nolan Bushnell and Ted Dabney 

c) Ted Dabney 

d) Fred in the flat above 

16. Who is Barratt West? 

a) A pnvate eye in Dallas 



So you think you know about screen 
games. Well, we've compiled a 
quiz to test your brainfiles. 
The questions are numbered from 1 to 
19, with Ihe easy ones first. For each 
question there will be four options: a. b, 
c or d. You have to choose the option that 
best fits. In some questions, more than 
one option fits. For each correct answer, 
award yourself a generous one point. 



b) Somebody who flies around in a heli- 
copter trying to flog you houses 

c) An Atari representative 

d) The designer ol the XL Computer 

17. What is The Empire Strikes 

Back spelt backwards? 

at Hard to pronounce 

b) kcaB sekirtS eripmE ehT 

c) What a Chinaman might say if you 
trod on his foot 

d) What you'd order in a restaurant to 
impress your friends 

18. Who is Martin Gore? 

a) The butcher 

b) Member of Depeche Mode and video 
game enthusiast who also owns an 
Intellivision 

c) One of the best song writers this side 
ol the universe 

d) A star of a Dracula movie 

19. What should you never do 
when watching somebody play- 
ing an arcade game? 

a) Put your com m the slot 

b) Jab a lolly in their ear 

c) Distract them by sneezing over them, 
prodding them, etc... 

d} knock them over 



Answers' 



■oeiiooaiDU "^, 
^ o+q-Ql 

pnuo3iotP;n 
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o-\\ 

o'cn 
p-e 
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If you scored 5-10, don't worry, There's 
hope for you yet. 

II you got 10- 1 5: very good! You're quite 
a knowledgeable player and a bit of a 
smart alec. 

II you got all answers correct, yoi 
probably: the editor (cheating), me. 
Bomber Gascoigne. Magnus Magnusson, 
or a liar. If not, you should en' 
Mastermind. 
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must live up to its promises 




The Spectra SV-318 promises a lot and has the 
potential to back it up. But it may be a gamble, 

Darrin Williamson warns. 



Spectra is probably best known in 
Britain lor its VCS cartridges 
and, more recently, for its range 
of low-pnced Colecovision games. This 
Japanese company has decided that 
we need another home computer format. 
It is an unusual decision, since most 
hardware manufacturers axe saying Uial 
software is the thing to get into. 

Spectravideo has three computers to 
its credit. There is the 32K 318, and the 
48K 328 which sports a better keyboard. 
And there is the compumate attachment 
to the VCS which can justify being called 
a computer only because it is a keyboard 



of sorts. 

The 3 1 8 has a nice appearance and an 
impressive specification. There are only 
two quibbles. Firstly, the well-laid out 
keyboard is nontactile: it is a Spectrum, 
squash-sensitive |ob. Secondly, you 
end up with a lot of clutter, as both the 
power supply and the RF modulator are 
separate boxes. This means that you 
must have a reasonably sized work- 
space for it. The nice thing about the 
keyboard is that the cursor control is a 
joystick, so an additional joystick is not 
necessary lor playing games. 

Ascomputersystemsgo, the318comes 



equipped with almost everything you 
could want: tape drives, disk drives, dot 
matrix printers, graphic tablets, 
modems, and more. AH can be linked 
simultaneously to it, thanks to the SU 601 
Super Expander. This houses peripheral 
cartridges as well as additional RAM. 
The box is sturdy, so you could place a 
TV or monitor on it. 

The Spectra 318/328 has recently 
received a wealth of games software to 
join the four games originally created 
for it Cartridge titles now include Cross 
Force, Fran tic Freddy and Flipper 
Slipper. Cassette games include 
Armoured Assault, Spectron, Nomis, 
Car Ace, 3D Tic Tac Toe. Boa, Spectra 
Freak, Juno Lander, Horse Race, Star 
Words. Old Mac Farmer, Tetra Horrors, 
TeleBunny, Turboat. SASA t Ninja, Kung 
Fu Master. Swing Man and New York 
Bomb Blitz. 

Surrey-based Spectravideo also told 

1 TV Gamer that British software houses 

have taken up the challenge of games 

on this micro* So new titles should be 

available later. 

Spectra has another ace up its sleeve: 
the Coleco adapter which allows you to 
play everything available for the VCS/ 
Colecovision. But Spectra should have 
induced the expansion module inter- 
lace slot, as Coleco s VCS adapter won't 
work when directly connected to the 318. 
It is a pity because there are probably 
large numbers of VCS owners who wish 
to have a computer* 

I wanted (o like this computer a lot. It 
has a lot going for EL The Colecovision 
adapter was a good idea but you 
shouldn't stop there. I would like to see 
fa the future a range of adapters so that 
all the major brands of games consoles 
and computers are accommodated. 
Ideally, they should have different 
cartndge slots on the top as several 
readers' drawings have indicated. 

In short, this is a good computer thai 
oilers computing ability to Co]eco 
players who can't afford a £500 Adam 
add-on. 

The programmer will like this com- 
puter as it uses microsoft Basic (a very 
popular dialect of Basic), and gives you 
32 sprites to play with, which is great for 
games, 

For the beginner, the instruction 
manual is quite good, well presented 
m a small ring binder. But instructions 
have obviously been translated literally 
from Japanese to English , 

The instruction manual also mentions 
that, when MSX software is out, the 
Spectra will be able to run it, ^ 

The Spectravideo SV-318 promises a 
lot and has the potential to back it up. 
But, as with all computers, only time 
will tell. In a catch 22 situation, com* 
puters sell depending on the software 
supporting them. The next few months 
will tell us whether or not the Spectra is 
a force to be reckoned with or iust a 
great white hype.Q 
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I've got bigger and 
better bugs than you,' 
Dave Harvey boasted. 



He's certainly got more 
than most. 

This month, Dave 

introduces a chat column 
that covers everything 
from bugs to strategies, 
from tips to... you name 
it. 

This page is devised to deal with 
some of the aspects In video 
gaming that cannot be pul 
under a specific heading, These 
include things such as eggs* bugs, 
strategies, tips and oiher information 
that may be ol interest to gamers (II 
better be; this biro cost me 27p), 

Are you with me? Oh ( you're with 
the Woolwich* Very amusing. Hero 
goes ihe first example. 

Phoenix, lor the Atari VCS, has a 
ralher annoying bug that puts in an 
appearance now and again. If you're 
not aware of this, you may have a bit 
of a shock when it appears. This is how 
you can lccate it 

Every lime you come io wave Iwo, 
you must quickly shoot all the birds on 
the left hand side of the screen. Then 
you must immediately rush to the right 
hand side of the screen and wait for 
the other four birds. When they 
come touching and are almost 
Ihe right edge, you must 
pick them off in quick succession. 
If the next wave of birds shows 
upas soon as you have shot the 
last bird, you're on the right track. 

Continue this each time you are on 
wave two. Eveniually, ihe screen will 
go a hideous lilac colour and emit an 
exasperating high-pttched whine. 
Note; it doesn't mailer ll you miss out a 
few wave twos, the bug should still 
show up. Please lake into consideration 
that ihe bug may not always work the 
first lime. 

Keeping on the Phoenix Iheme. did 
you know that large war birds wink? 
Yes, it's true! Look closely. You paid 
good money for this magazine - you 
deserve the inside information. 

And for all you budding Luke 
Sky walkers. h»: j some tips for The 

Empire Strikes Back. 

Some of you may think (take covoi 
everybody!) that five lives are not 
enough. If so. there is a way you can 
get more. All you have to do is 
simultaneously hold down Ihe reset 
an : keys 4 then release them very 

quickly. The screen should display lour 
lives and your ship on the playing 



field, ff it does, you now have at least 
three extra lives to your credit. If it 
doesn'i - keep on trying. 

Have you ever got bored with the 
variation you are playing, and wish 
you could select another, but know 
that if you do so you'll lose all your 
points? Here is the answer to your 
problems. 

Any time in mid-game you want to 
select another and keep your points, 
press and release the rhsft and 
switches, as before. You'll be playing 
the next variation on from the one you 
were Just playing. II you're lucky, you 
may also have some extra lives. 

Did you know that £T should 
contain, amongst other Ihings, three 
signatures, a hidden room, a picture ol 
Indiana Jones' head and a Yar? 

For all you VCS Defender defenders, 
here are some useful tacts. 

In the middle of universal spaceship 
Defender, there is an insensitive 
part which will penetrate bullets 
and humanoids. Alas, this will 
work only it the bullel flies 
into you diagonally and hits 
the precise spot in the centre. 

And have you ever had 
a menacing 
baiter hover 
above 
your ship, 



threatening to subtract one of your 
lives? If so. you might like to know that, 
if you stop dead in your tracks, the 
baiter will do so as well . 

As you may know, when you fire 
continuously, your ship will 
momentarily vanish off screen, Now 
and again you can use this to your 
advantage. If you're in a field with lots 
of aliens growing, and need to get out 
quickly, liit the fire button frantically. 
You may be able to get through some 
ol the aliens without harm. 

U any o( you own an XL computer 
and a Missile Command «artndge, 
you will know tht you cannot use the 
Skip* Wave lunction. What you may 
not know is that, ll you hold down the 

: ; kL and C keys simultaneously, 
you can skip tq wave number B. 

Besides the room with its signature 
in Adventure, did you know that you 
could get into another room? It's a bit of 
of a cheat, but we'll tell 
you, anyway. Reset 
any game, then select 
a different game, and 
pull down the loystick. 
You will appear in the 
game vanation room. 
Well, we did say i! 
was a bit of a cheat. 

Did you know, 
that if you use the 
method of Space 
Invaders (VCS), you 
score less points than 
you normally would?... that on 
Centifjede the Oea never 
shows up on the first screen?.*, 
that 11 you press the hyper- 
warp button on the video touch 
pad after you have finished a game 
of Star Raiders, the word ATARI 
appears?. . . 
Tune in next month and find oul, 
amongst other things, how to easily 
locale a bug In Alan Basic and 

build an arcade 
machine out 
of three bean 
cans, a reel 
of sellotape, 
a pizza, 
a used tea 
bag u: 
a bus 
ketD 
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Dave Harvey: «r 
topsy-turvy view of th 
world ot games 






Choosing a home computer is a bit like 
playing a video game. The more you play the 
better you get. So you'd expect people who 
spend their working life choosing computers 
to be pretty good at the game. Quick to shoot 
down a fault. Pleased when they find an 
improvement. 

Recently Which Micro? and What Micro? 
tested the Spectravideo SV 318. Here's what 
they had to say: 



"Every home computer coming on the 
market tends to be hailed as revolutionary 
For once this really has to be true with the 
Spectravideo SV 318." 

"The first cheap, high performance 
computer..." 

"Double precision numbers ... are ideal 
for companies with turnovers under 

£999,999,999,999.99." 



Spectravideo SV 318: Memory - 32K ROM expandoble to 96K, 32K RAM expandable to 144K: Keyboard - calculator type 71 keys. 
lOfunction keys builtlntoystick/cursorcontrol. Graphics- 16colours,256xl92 high resolution graphics, 32 sprites: Sound- 3 cnonnels, 
8octavesperchannelCP/M"compatibility-over3000existingsoftwarepackages- Storage -cossettednve.256Kdiscdrrvecapacity 

Suggested retail price - £186 

Spectravideo SV 328: Memory - 32K ROM expandable to 96K, 80K RAM expandable to 144K: Keyboard - full word processor Type, 
87 keys }0 function keys, buill in cursor control: Graphlcs-16colours,256xl92highresolut)ongraphics,32spntes: Sound- 3 channels. 
8octavesperchannel: CP/M* compatibility- over3000existingsottwarepackages: Storage- cassertednve.256Kdiscdrivecapacity: 
Suggested retail price - £262 



A full range of peripherals are also available 
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Which Micro? Dec 83. 




, . a far better job with its keyboard than 
anybody else using soft keys." 



*1 



. . . most people will notice how easy it is 
to produce graphics with the Basic." 

"This is a BBC class machine." 

"As a computer for the enthusiast it is well 
nigh perfect." 

"A good micro for tomorrow" 



Obviously they had more to say And we 
think you should have a look at the reports for 
yourself to prove that we haven't exaggerated 
their independent opinions. 

Fill in the coupon today and we'll mail 
you the reports as well as a full technical 
specification brochure in colour of this 
amazing new personal computer or see the 
Spectravideo for yourself at most leading 
computer stockists. 
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SV-318 SV-328 

PERSONAL COMPUTERS 



Spectravideo Ltd. 165 Garth Road, Morden, Surrey SM4 4LM 
Telephone- 01-330 0101 Telex: 287CM MMH VANG 



r 



To Spectravideo Ud. 165 Garth Road, Morden Surrey SrvU-UM 

l am interested m Spectravideo compute' s and peripherals Please 
send me (tie latest r epons together with a full technical specification 
Drochure 
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Address 



Tel No 



.STDCode 
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ZEPPELIN 

Machine: Alari 400/800 + 48k + Joystick 

Supplier: Synapse 

! game 

Type of game: Sci-fi shool 'em up 

As with all my Synapse games, U 

program loaded easily. Meanwhile, it 

played a high-speed rend. of the 

William Tell overture, A small clock 

simultaneously displayed a loading 

countdown. 

Zeppelin is loosely based on the 
Scramble concept. You command 
airship whose |ob il is lo penetrate 
seven cavern levels, firing at every- 
thing en route, ultimately to destroy the 
enemy base on the last level. 

So far, nothing spectacular 1 hear you 
say. But tins game's additional lealu 
and excellent programming make It well 
worth adding to any software collection. 

Each of the seven levels stretches 
over ten or more screens. Movement is 
up and down as well as the more con- 
ventional direction of 'ever forward'. 
Graphics are colourfully detailed, and 
the sound is deafening and exciting. 

Each level is strewn with a multitude 
of hazards - these include enemy air- 
ships/balloons, rocklalls. earthquakes 
and force fields. There u. i ;ded twist 
that most defences can be 
turned off by firing at 'master-switches' 
- when they can be found amid the 
twisting caves. 

The player starts with five airships, 
gaining one extra for every 10,000 po. 
scored, and one for touching the airship 
against a liie marker. A few arespnnkled 
about the caves. 

One to four players can participate 
simultaneously. The first is the | :Iot/ 
front gunner, and the others the top/ 
rear/or belly gunners respectively. 

All in all, this is an excellent game 
tricky to master but not impossible. Pro- 
gress through the levels is slow but so 
rewarding. My only grouse is the high 
cost of Arnencan software - but I suppose 
you pays your money and takes your 
choice! 

Graham Cook 

Value 3 

s 4 

Sound A 
Gameplay 4 

O O <r & & O 

FIRE ANT 

Machine: Commodore 64 

Supplier: Mogul 

1 single game 

Type of game: Skill 

Very addictive game - available on 

cassette and disk with good sound and 

graphics. Jbyslicks are required, and 

there is a pause game facility 

You are an ant who has lo rescue your 
queen from the clutches of the scorpions 
who have invaded your chambers. Eight 
exciting and colourful screens must be 
conquered. Each screen has three scor- 
pions who chase you relentlessly and 




GAME REVIEWS 

TV Gamer's review panel 

takes an honest look at 

the bewildering choice 

of computer and 

dedicated-machine 

games flooding the 

shops. 

We recommend what to 

buy - or avoid! Above 

all, enjoy your game. 



sling you to death. You don't see the 
en ant until screen eight. 
You must collect various items scat- 
tered about the maze ol passageways. 
Being an ant, you can carry only one 
thing at a time, and only the correct 
sequence of objects will open doors or 




mum 



get the knack of what goes where, it is 
easy to get killed - but very exciting. 

Four lives given, then it's back lo 
screen one. 

You cannot kill scorpions, )ust dodge 
them. The fire button comes into play to 
help set off a chain reaction ot the items 




unseal tunnels. Objects cannot be 
picked up out ot sequence. So until you I 



you have collected to open doors. You 
have no clues as to where this must be» 
done, so persevere and try everywhere. 
Beware of doors dropping on y< 
Nerves of steel a re needed as you sneak 
right under a scorpion's nose to steal 
precious building material. 

Scorpions have a nasty habit of chang- 
ing from green to purple and moving 
twice as quickly as they did before. 

There are super strobe effects on 
screens seven and eight and lots of 
secret locations. 

When the queen is rescued, you can 
restart with even more scorpions. 

Emma O'Brien 

Value 4 
Graphics 5 
Sound 4 
Gameplay 5 

******** 

MYRIAD 

Machine: 8k VIC 20 
Supplier: Rabbit Software 
1 single game 

Type of game: Sci-fi shoot 'em up 
Steve Clark has programmed an 8k win- 
ner in this highlyaddictivespace game. 
But the screen display lacks the punch 
that a game like Asteroids give you. 

You and your bulky battlecruiser (the 
two-shot type, so you can shoot two 
asteroids at a time) are up against nine 
waves of oncoming space junk, aliens 
and the odd asteroid. "Easy" you may 
say Well, these waves come at you 
■ 'y-ntne times, so be readyl 

Myriad is a game for shool 'em up 
addicts. Joystick control is the only way 
to play, as keyboard control is both 
awkward and slow. 

Try to beat my high score of 137,350. Il 
takes a long time- 

Jorrad Wilkes 

Value 3 
Graphics 4 
Sound 3 
Gameplay 4 
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KEYS OF THE CASTLE/OCTAL* 1 
Machine: Tl 994A (exlended basic) 
Supplier: Stainless Software 
2 games 

Type of garner Graphic adventure 
Tins game for the extremely neglected 
Texas micro is one ol the many American 
programs imported by Stainless 

SoflWG 

Keys ol the Castle is a long program, 

but it loaded perfectly every time- The 

bjeol is lotun about the m go 

nigh thedocu i type in themaatck 

- yes, magick, no spelling mistake - 

word before the time limit tuns out. 

When the little man runs through one 
of these doors, the room is blown up 1o 
take up the whole screen. In each room, 
there is a maxircnjm o! one object. You 
must tind fhree colour-coded k< lee 

correspondingly coloured chests, and 
ol course, some meanies that increase 
in difficulty as the game progresses. 

When a chest is opened, using the 
correct coloured key, two letters are 
displayed at the bottom of the screen. 
These ar^ | ; * ol your magick word. II 
the magick word is correct, you are 
transported to the next floor. 

Invisible and electric walls await you 
in later screens. I finally completed 
game (three castles, each with six Uoors) 
and was greeted with "Congi rts. You 
have vanquished evil". Alter weeks of 

iristanl play this was* to say the least, 
an anticlimax. 

Octal-! isa basic, slow alien-shooting 
game, very mi- :1 i B side to Keys of 
the Castle. 

Finally, a warning about the magick 
words. This game Is American, so you 
are likely to find spellings like 'Varnpyr' 
and 'geist'. 

David Rogan 
Value 3 
Graphic; 
Sound 2.5 
Gameplay 4.5 

******** 

KONG 

Machine: Spectrum 48K 

Supplier: Anirog 

! Single Game 

Type ol game: Skill 

There must be more versions o! Kong 

available for the Spectrum than lor any 

other computer. If you are thinking of 

adding a version of this arcade classic 

to your collection, read on. 

The game - not surprisingly - is very 
much like the original. As well as the 
usual boulders thrown at you, there are 
bonuses \\ \ be earned by picking up the 
heroines handbags and umbrellas. 
These he scattered across all four levels 
ol the game. 

The first level is nicely colourful, v. 
the heroine shouting for help. The flash- 
ing "help" sign changes to red lovehearls 
when you reach her - ahhl 

Kong looks big, purple and very 
menacing. But our hero steals the show 



with his knock knees and a huge nose. 
The second level resembles the first, 
but you have a mallet to smash the 
boulders. The third level has a lift as 
well as the mallet. The fourth and last 
level does not show the girl, but Kong. 
He is throwing fireballs and boulders at 
you. while you frantically try to knock 
out all the rivets in the girder he is on. 
You do this by walking or jumping over 
them. 




The hero doesn't jump particularly 
well, but he does get three lives and a 
bonus life after the fourth screen. 

The inlay card promises a spectacular 
collapse of the lair when this is done. 

I found the keyboard controls rather 
awkward, but you can use the cursor 
keys, Kempston joysticks are compatible, 

Overall, this is quite an enjoyable 
game. 

D Thcodosiou 

Value 3 
Graphics 3 
Sound 2 
Gameplay 3 
Arcade 3 
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CHUCKIE EGG 

Machine: BBC B 

Supplier: A & F Software 

1 + 4; 4 variations 

Type of game: Climbing skill 

Despite the weird name, this game is a 

variation of Donkey Kong with a twist. 

Like most A & F Games, it loads in two 

parts. The first part loads In just under a 

minute and gives you a rough outline of 

the game, Once the game has loaded. 

you can pick the keys you wish to use 

during the game. 

The game can have one to four 
players. The basic idea of the game is to 
guide your chicken around the plat- 
forms and collect a dozen eggs. It sounds 
simple but there's more to itl There are 
ostriches wandering around looking for 



food, and il you bump into one you lose 
one of your five lives. 

On screen, there are platforms and 
ladders. In later screens you also get 
elevators. 

The game has excellent graphics and 
is a much better buy than Killer Gorilla. 
The only criticism is the sound - 1 know 
the BBC is capable of a lot more. 

C Blatch 
Value 4 
Graphics 4 
Sound 2 
Gameplay 4 

******** 
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POOL 

Machine: BBC Model B 

Supplier: Dynabyte Software 

1 single game 

Type of game: Skill 

In the warm smoke-filled room, the 

sweat pours down your face. You must 

concentrate il you don't want to be 

hustled in this game of pool! 

As the game is loading, a constant 
version ol the song from the film The 
Sting plays. 

By using the keyboard you can control 
the cue angle and power of the shot. But 
the computer takes care of the penalty 
shots and score. When a penalty shot 
occurs, the computer displays a 
message explaining the error. The 
board and the pool balls are shown in 
high resoltuion graphics. 

It's a pity there isn't a joystick option, 
as It would improve the game. Also. 1 
think the game could be improved il 
it allowed you to play against the 
computer. 

It is a fun but slow game to play at 
I became bored after a while. 

Karl Flower 
Value 3 
Graphics 4 
Sound 5 
Gameplay 3 
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PICKAXE PETt! 

ichine: Philips G7000 
Supplier: Stainless Software 
1 game 

Type of game; Maze/skill 
You control Pickaxe Pete who is pros- 
pecting in one of the many gold mines of 
Misty Mountain. 

There are ten mines to choose from. 
You start in the middle ol the mine 
under one of three magic doors. Out ol 
those doors roll boulders* You must 
smash these with your pickaxe - but 
because Pete uses it so energetically it 
wears down. Without the pickaxe you 
are defenceless, What to do? Press the 
action button: Pete can then leap over 
the boulder. This is also used to get over 
the magic doors, as they are impassable. 

If the boulders collide one of three 
things can happen: 

1) They explodeand disappear into thin 
air 

2) They explode and a pickaxe falls 
gently to the lowest floor, to soon 
vanish 

3} They explode and a gold key floats to 
the top floor, again soon vcpilshing. 

To get lo another floor. Pete must 
climb a ladder. This also soon difi 
appears- If you want him to get to a 
lower floor, he can fall down one oi the 
openings in the floor. 

If you get a magic key, you can enter 
:>ne of the magic doors. Pete then does a 
short celebration dance and appears in 
a different mine. If you enter a grey do i 
you go into an invisible mine. If Pete is 
hit by a boulder, the game is finished but 
the score is left on the screen and a new 
game starts, 

Joseph Brischult 
Value 4 
Graphics 3 
Sound 3 
Gameplay 5 

******** 

SLAP DAB 

Machine: Spectrum 16/48K 

Supplier; Anirog Software 

1 single game 

Type of game: Skill 

Slap Dab loads in two parts: the 

i n3tructions for playing the game 

(written m Basic) and the game itself. It 

can be played using the keyboaxd or a 

Kempston joystick. 

As Sam the painter, it is your task to 
paint the screen yellow while avoiding 
the woodworms which come out of 
hiding when you disturb them. The 
woodworms can only chase Sam on 
areas that have been painted and H 
they catch him he loses a life. 

Poor Sam cannot hold all the pain! 
needed lo cover the screen and so he 
must make regular trips back to base for 
a refill. As Sam progresses through 
each level the woodworms become 
harder to avoid, making his task more 
difficult to complete. 

Unfortunately, during p!ay Slap Dab 
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is as exciting as watching paint dry. It 
lacks Ihe addictiveness needed to keep 
you coming back for more. The graphics 
are small and unclear while the movi 
ment is slow and jerky. Although the 




sound Is reasonable, it does little to 
improve the playabilily of the game. 

To sum up, the game lacks the pro- 
fessionalism of much of the software 
now coming on lo ihe market. 

D Liddle 

Value 2 

Graphics 2 
Sound 3 
Gameplay 2 

PINBALL 

Machine: VIC 20 (unexpanded) 

Supplier' Terminal Software 

1.1 + 1 

Type of game: Skill 

As its title suggests, this is a Pinball 

simulation program. And it's good- The 

sound and appearance of the game are 

very good, as is the wide use ol colours. 

To the left of the screen appears the 

main lable with ihe jackpot, bumpers 



and rollovers. To the right is the aulh 
entic-looklng scoreboard. 

Now to the game. First, as m all pin- 
ball games, pull back the plunger - 
the further you pull it back ihe faster 
the ball goes. The ball is sent on its 
journey, banging and rebounding off 
the bumpers. With luck or skill you may 
hit the score multiplier with the aid ol 
the top flipper. 

Overall, this is an excellent version ol 
the famous pinball tables found in most 
arcades. But it is let down by a tew 
things. The first is the fact that the 
flippers are controlled by a single button 
and are not used Independently. And it 
is all too easy to stay in play as there is 
only one exit guarded by the flipper 
in the real thing, there is usually an 
unguarded passage for the ball to 
escape down. 

Don't let this put you off. This is the 
best pinball game for the VIC 20 that 1 
have seen. 

Miles Opic 
Value 3 
Graphics 2 
Sound 3 
Gameplay 3 

■■'LON ATTACK 
Machine: Electron 
Supplier: A & F Software 
1 game 

Type of game: Sci-fi shoot 'em up 
This game loads in two parts. The 1c 
gives you very comprehensive insti uc- 
tions/tlps; it you follow them you should 
get quite a good score. You ihen have a 
two-minute wait while the main game is 
loaded (assuming you don't want to see 
the mslructions again). 

Once loaded, the main program goes 
into demo mode. This shows Ihe ships 
you will meet, including your mother- 
ship. Then it shows a fifty-name hi-seore 
table which, by pressing Break, you 
can record. WARNING: Once you have 
pressed Break, you can't go back to the 
program; you will have to load it all 
again. This I found annoying, and would 
like to see it changed in future editions. 

You start the game by choosing what 
keys you want lo use, or by using a 
joystick. 

Then you are launched from your 
mothership with a loud noise. You are 
tn the battle. To shoot an alien, line up 
your sights and fire. You have several 
instruments to help you. 

At the top of your screen is your score, 
the high score, (he mothership s status 
and, by that, three 'squares' which re- 
present tanks of fuel. You also have a 
long-range scanner - like Ihe one in 
Defender - that shows the position of the 
enemy, the enemy's bomb and laser 
fire. It also shows in yellow the position 
ol your molhership, which is continually 
moving. I played this game on a colour 
TV and it was pretty hard to see ll 
mothership. II you have to use a blc • 
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and white TV, it would be impossible. 

Ian Fishlock 

Value 3 
Graphics 3 
Sound 2 
Gameplay 3 

******** 
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POGO 

Machine: Spectrum 

Supplier: Ocean 

1 single game 

Type o! game: Skill 

This game is basically a np off of the 

arcade game Q*Bert. In my opinion, it is 

the best so iar ior the Spectrum. 

The screen layout comprises of a 
pyramid built up of twenty -eight bricks 
You must jump your cute Utile Pogo 
around the pyramid, changing the 
blocks 1 colour and avoiding nasties. 
Those include a snake and crystal ball- 
like creatures. 

The game is fast and the sound is some 
of the best and most eliective I have 
heard on the Spectrum. Graphics are 
chunky and very clear. The keyboard 
layout is well placed; and Kempslon. 
Protek and Sinclair Interface two will 
also work. All in all, good value for 
money. 

Lee Braithwaite 
Value 4 
Graphics 4 
Sound 3.5 
Gameplay 3 
Arcade 5 

CHINA MINER 
Machine: Commodore 64 
Supplier: Interceptor 
I single game 
Type of game: Skill 

If you liked Manse Miner then try China 

Miner. It's an unashamed rip-off. com- 

with conveyor belts and collapsing 



floors. But the miner is called Wally 
instead ol Willy and it's a lot more 
difficult 

There are thirty different screens, 
representing incredible value for money 
if you ever get to see half of them, which 
is doubtful. 

If you're unfamiliar with this sort ol 
game, think ot it as a series ot obstacle 
courses. If you lose your live lives it 
means starting again from course 
screen * number one. You'll leqrn the 
meaning of frustration, because as you 
work your way through similar difficult- 
ies on later screens, you'll quickly use 
up your live lives. You then have to play 
for about another hour |ust far another 
try- 

The graphics are clear and colourful. 
The action is accompanied by a tune in 
glorious three-part harmony, and will 
make you go mad listening to It over 
and over again. The game has even got 
a hall ol lame 'hose who like the 

arcade style of three-letter names. 

The screens in China Miner are all 
original and include some enjoyable 
new hazards such as moving floors, 
chutes and flashing laser beams. There 
are also the usual in* jokes, such as 
characters from other games as mon- 
sters (pac-man on legs), You'd have to 
dig deep to find a better vers; nth in this 

Mohammed Azhar 
Value 5 
Graphics 3 
Sound 4 
Gameplay 4 

******** 




DINKY KONG 

Machine: One 1 48K 

Supplier: Severn Software 

1 single game 

Type of game: Skill 

There are many arcade games which 

have been copied; this is a scaled down 

version of Donkey Kong, 

It contains all the features of the 



original and more. The instructions are 
short but adequate. There are nine 
levels, each with the same old scene: 

You must rescue your girl fnend. u 
is held captive by a gorilla. This Is not as 
easy as it sounds. What makes it worse 
is that your figure isa little hard to move 
and the rolling barrels move twice as 
fast as you can. 

The graphics aren't too bad, but your 
animated hero looks like he's trying to 
skate. 

This game is hard to sum up. It is a 
little overpnced*and the gameplay is a 
bit awkward. Buy it and decide tor 
yourself. 

S A Cro ol 
Value 2 
Graphics 2 
Sound 2 
Gameplay 2 
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CRAZY BALLOON 
Machine: Commodore 64 
Supplier Software Protects 
- /mglegame 
Type ol game: Skill 

In this game you play the part of Crazy 
Nathan Wiggleworth - Flyer Supreme, 
Accompanied by your trusty pal T C 
Barton, you must manoeuvre your hot 
air balloon through twenty-six mazes ot 
increasing difficulty. Hazards, such as 
powerful magnets, make this far from 
easy. Can you manoeuvre your balloon 
ovej churches and skyscrapers and 
through mazes? 

Bonus points can be collected along 
the way. But r since you are on a time 
limit, this is not always a good idea. 

My initial impression of Crazy 
Balloon was that it is a mediocre game. 
But that improved as I became absorbed 
in attempting !o negotiate the later 
mazes. The graphics are rather simple 
but do work effectively. There is lltl 
use of sound. 

P Serb ert 
Value 3 
Graphics 2 
Sound 2 
Gameplay 3 
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SPECTIPEDE 

Machine; 16K ZX Spectrum 

Supplier: R&R Software 

1 game 

Type of game: Centipede 

This is a Centipede game lor Ihe 16K Zx 

Spectrum and loads in aboul a minute. 

After loading we are presented with a 

copyright notice, and the name o! Ihe 

author with centipedes winding down 

the screen through the letters, A page is 

then displayed with the score values 

alongside a picture of the appropnate 

creepie-crawlie, followed by a pageo! 

instructions. 
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The player is offered the choice of 
Using the keyboard, Kempston 'or 
Mikro-Gen (oysticks or cursor keys. 
Because of this you can also use a 
Protek, AGF or clip-on stick. 

The game is a pretty good version, 
with mushrooms, spiders, fleas, scor- 
pions and. of course, spectipedes, 

The graphics are nice, bright and 
clear, U a little small. They move 
smoothly and quickly. The sound is nice 
and loud, but a little uninspired. And 

. key/joystick control is positive and 
last* Us a shame the graphics are so 
small: all the games characters are 
only one user-defined graphic, with the 
exception of the spider* which is 2 side 
by side. 

This is a minor quibble. It ia a good 
game which I would recommend to 
anyone who Ukes centipede games. But 
personally I am getting a bit tired of 
seeing copies of arcade hits on the 
Spectrum when 1 know that I could go 
out and buy an Ant Attack or a Manic 
Miner for Ihe same price, 

Richard Henderson 
Value 3 
Graphics 2 
Sound 3 
Gameplay 4 
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TROOPA TRUCK 
Machine: Commodore 64 
Supplier: Rabbit Software 
I Single game 

Type of game; Scl-fi shoot em up 
Despite the name Troopa Truck, there 
are no troopers in this game, just the 
travelling truck controlled by you- Your 
vehicle trundles over the scrolling land- 
scape ol rough terrain and coloured 
mountains. Your progress is inhibited 
by rocks, boulders and whopping great 
holes in the ground which must be 
avoided either by jumping over them or 
shooting. 

All the while, you are attacked unre- 
lentingly by bloodthirsty aliens in 
brightly coloured flying saucers. They 
try to put you out of action by knocking 
your wheels off with a bomb or causing 
craters in your path. 

This game is definitely not for people 
who suffer from car sickness because 
the wheels move around violently below 
the chassis o! the Troopa Truck. This 
should make any unsuspecting troopers 
in the truck feel a bit queezy, particu- 
larly when the wheels are bombed off. 

The game is accompanied by an 
amusing tune which is played as con- 
tinuously as the appearance of holes in 
the ground: The tune starts off being 
quite novel Alter a while, you are glad 
of the option to turn off the sound. 

This is a very good game with good 
sound and bright graphics - even though 
the number of zeros on the level and 
score counter seem optimistic. 

James Harrison 
Value 4 
Graphics 4 
Sound 5 
Gameplay 4 
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SUPER SKRAMBIX 

Machine: Commodore 64 

Supplier: Terminal Software 

1 single game 

Type ol game; Sci-fi shoot em up 

You'll never know what a true fuel crisis 

is like until you play Terminals Super 



Skrambh. 

As its title indicates, it is based on the 
arcade version of the same name- To 
those not familiar with the scenario 
(where have you been for the past five 
years?) the aim ol the game is to destroy 
the enemy command centre by piloting 
your ship over rugged terrain through 
eight sectors. These include vertical 
tiring rockets, an underground cavern, 
a meteor storm, dodging space wraiths, 
navigating the skyscraper city and 
completing a maze. If this sounds all too 
familiar, then wait. Super Skramble is 
far from boring. The challenge awaiting 
you is almost impossible. 

The game instructions tell you to 
"beware running out of fuel". But U 
doesn't say that you need to hit every 
fuel dump to complete a sector, The fuel 
gauge decreases rapidly, whether 
accelerating or decelerating, and y 
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tend to ignore everything bar hitting the 
precious juice. 

The graphics are nice, but there is 
little colour variation and the sound is 
not up to the 64's standard. But if a 
challenge is what you are looking for - 
and, alter all. that is what arcade games 
are all about -Super Skramble will i 1 
both your mental stability and your 
joystick to the limit. 

S R Maddalcna 
Value 3 
Graphics 3 
Sound 2 
Gameplay I 
Arcade 3 

******** 

STAR IAMMER 
Machine; Dragon 32 
Supplier: Salamander Software 
1 single game 

Type of game; Sci-li shoot em up 
This yet another Star Raiders clone 
where you have to blast almost eve; 
tiling to kingdom corne. The game has 
only one screen, so strategy is minimal: 
you fly until you are blown lo pieces- 
There are no slarbases. But ihere is 
a feature very similar to a starbase. This 
is called a stargate. You cannot defend 
or locate these while fighting; they 
spring up now and again to replenish 
your energy and send you to another 
quadrant. 
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There are seven types ol enemy, 
ranging from the familiar looking X- 
wing hyhler to colourful scout ships. 

As Ihe game is written in Basic, the 

action is quite slow - too slow lor the 

average space gamer. It is also rather 

:i .:; p< tintin ;i th il i mly i his enemy can 

be on the screen at one time. 

assette loads perfectly every 
time. Salamander is well known for its 
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adventure games lor the Dragon- In 
comparing this game to some ol Its 
adventures, 1 leel it should leave the 
arcade games to the real experts and 
concentrate on adventure. 

Robert Turner 
Value 3 
Gaphics 3 
Sound 1 
Gameplay 2 

WIZARD'S CASTLE 
Machine: Sharp MZ 700 
Supplier: Knight s Software 
1 game 

K Dragon and dungeons 
This is a game requinng a good memory. 
As adventure games go. this is quite a 
good one, 

Tlrst ol all you choose youi character: 
an ell, dwarf, man or hobbit. Then 
choose whether you want to be male or 
female. 

Once you have decided on a charac- 

you are awarded points lor strength, 

intelligence and dexterity. After this you 

are given, depending on your charac- 

r up to eight points, which you distri- 
bute to your own choice between your 
strength, IQ and dexterity. 

The next stage is to choose your aids. 
You get sixty gold pieces with which to 
buy your armour, if you want any, and 
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weapons, a lamp or flares, if you have 
any gold left. You may want to keep it as 
it can come in useful. 

Now you find yoursell at the entrance 
: *he castle: the start ol your adventure. 
You must Imci the orb of Zot, and as many 
riches as possible. 

Choose your direction. Thais it You're 
inside the castle, unless you lound a 
bug by moving north, in which case you 
will have retreated from the castle- 
Inside the castle you will find lots 
goodies - and a lot ol monsters, loo. 

There are eight floors in the obviously 
magic castle and sixty-lour rooms i 
each floor to discover- There are magic 
pools to drink from, crystal orbs to gaze 
into, books and chests to open, and s* 
era] monsters. II you defeat one, you 
will gain their .wealth. But watch your 
strength, IO and dexterity, as you will 
die il you lose all your points* 

You will find vendors on every level ol 
ihe castle. They can be ignored, 
attacked, or traded with. You can buy 
armour, weapons, potions and, if you 
haven't got one already, a lamp; but 
inflation is slightly higher than it is 
OUlSide the castle. 

On your journey you will probably 
find gems. You can use these either to 
bribe monsters or sell to vendors. It 
you're lucky, they will ofler a high price* 
1 would advise you to keep the opal eye 
and the blue flame, at least until you 
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REVIEWERS WANTED 

ELECTRON, EXPANDED AQUARIUS, ADAM, QL 



Do you own a home computer? Con you write? Send us a 
review of your favourite game and, if we like your review, we'l 
ask you to join our reviewer's panel. 

Reviewers on our panel are sent the very latest computer 
cassette games, and after sending us their reviews, will keep 
the cassettes for themselves. 

Details? Just complete the form below or a copy of it and 
send it to us with your sample review. 



Style notes 

Sample reviews should be about 250 words, and should 
contain game value ratings (see "How good is the garfie?" 
in the Guide to Listings on page 54 of this issue of TV 
Gamer). 

The reviews in this section will give an impression of the 
style required. It is only necessary to prepare one sample 
review. 



To: The Editor, Review Pane/, TV Gamer, 
1 87 Oxford Street, London Wi R 1AJ. 

I would like to join your reviewer's panel. If I am selected, I 
understand that in exchange for writing reviews of game 
cassettes sent to me by TV Gamer, I will normally be able to 
keep the cassettes. 



I own the following computers) and peripherals {include 
information such as cassette players, joysticks etc). 
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have read all the books in the castle. 
You must now move north (up the 
screen), south, east or west or up and 
down the stairs- You will find warps and 
sinkholes which put you on another level 
jti the castle. 

Monsters Chore are several kinds: 
balrogs, dragons, dwarfs, goblins, 
chimeras, bears, wolves and trolls. 
When you enter a room ixxrupied by one 
of the monsters, you jttack It, 

retreat, use bribery or cast a spell. If y I 
kill a monster, you will get its gold 
pieces. And if you're lucky enough to kill 
the monster who is sitting on the rune* 
staff* you can teleport around ihec 

Vendors Vendors will trade with 
you il you have enough gold pieces* You 
can buy plate or leather armour, chain* 
mail; swords, mace or dagger, potions 
of strength, intelligence, and dexterity 
and, it you haven't already got one, a 
lamp- But il you attack one. they will all 
turn against you; you won't be able I 
trade any more. If you lose your weapon 
or your armour is destroyed* you can't 
get a replacement unless you deleat a 
vendor. Then you will get all of his gold, 
potions, armour and weapons. 

Aids You have a map which, when 
played on request, shows you (] 
level you are on, which room you're in 
and the objects in the rooms you have 
entered on that level. Otherwise, an 
asterisk is displayed. 

You also can have flares which show 
you whal is in the r<x>m you're in and 
one ro:>m in each direction (yours is 
always the centre one). A lamp will show 
you what an adjoining room holds, 
once you have selected which direction 
to shine the lamp, 

Garry Lane 
Value 3 
Graphics 4 
Sound N/A 
Gameplay 4 

•••••••• 

3D SODDAB ATTACK 
Machine: Spectrum I&/48K 
Supplier: Hewson Consultants 
1,1 + 1 

Type ol game: 3D land battle simulation 
In this game you command a modern 
tank, or drone- Your task is to patrol the 
city streets and to zap any Seiddabs 
(baddies) thai chance in range. Your 
only armament consists of guided sur- 
face-to-air missiles; you also have a 
short-range radar display. 

When you have launched a number 
of Seiddabs Into eternity you get a crack 
at the task force leader. If you manage 
to give the death blow, there is a change 
of scene. You are transported to the 
countryside, and there the Seiddab 
hordes attack in formation* 

The screen display takes the form of a 
view from the turret of the drone. At the 
bottom centre ol screen is the short- 
range scanner, which gives a plan view 
ol the action* 
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The drone moves forward automatic 
cally. You are given control of left-right 

: action and up/down missile sights, 
plus a fire button. The cursor keys are 
used for the directional controls with the 
zero key for fire. This is not the most 
ergonomic arrangement, bui it does 
allow cursor Joysticks to be used* 
Kempston joysticks are also catered for, 



4 



i.iw 



II 






The graphics took months to develop. 
Obviously some effort has been put into 
these, but the results are a little flickery. 
Also, the movement is a mite (erky- but 
l is only to be expected since the pro- 
gram runs in 16K, 

As the keyboard response is somewhat 
sluggish, I'm afraid to say that the game 
did not keep my attention ior very long. 
But it is a good game lor 16K Spectrum 
owners - there are not many 3D games 
in 16K* 

S Welherill 
Value 3 
Graphics 3 
Sound 1 
Gameplay 3 

MINI KONG 

Machine: unexpended VIC 20 

Supplier: Interceptor 

1 game 

Type of game: Skill 



Another game of getung the girl at the 
top of the steel fortress, but that dream 
for a Kong fan will never come true. 

In this game, little Mario collects hand- 
bags, Jumps barrels, and hops onto lifts* 
This is not a slow game when you first 
play it: it's fast and it never slows down. 

When you finally reach yourgirl, you 
may find she's wailed so long that she's 
decided to climb down by herself. You 
must (hen start that screen all over 
again. But you get an extra 1,000 put on 
your time, so you have about 10 seconds 
more* 

One feature ! found nice was 
graphics when you get crushed by a 
barrel or your time runs out: you float up 
to Heaven with a halo on your he I 

David Cook 
Value 3 
Graphics 2 
Sound 1 
Gameplay 2 

******** 

SPACE PHREEKS 

Machine: VIC 20 (unexpended) 

Supplier: Rabbit Software 

1 single game 

Type of game: Sci-li shoot era up 

This game is a cross between Galaxian 

and Activisions Megamanta. It is a 

combination that has worked well. 

The game is packaged in a fold-up 
box, although the instructions lack some- 
what in detail* 

When the game starts, the screen 

shows stars moving down and the words 

'level one". The meanles attack in 

gle file, all the time shooting at your 

craft. 

At levels above two, the Phreeks attack 
from behind as well as from the front. 
This is a bit one-sided, as your craft Is 
hmited to left-right movement and can 
only fire forwards. Il was because of 
these attacks from behind that I didn't 
progress beyond level four* Either that, 
or the fact the the Phreeks sometimes 
exercise kamikaze techniques on your 
ship. 

Overall , an entertaining game* It 
should keep you amused for a long time, 

Jason Hobgood 
Value 4 
Graphics 4 
Sound 3 
Gameplay 4 



UGH! 

Machine: Dragon 32/64 

Supplier: 

1 game 

Type of game: Skill 

The Ice age is coming, and you rnusl 

help the caveman of the Utle survive by 

stocking his cave with eggs. He must 

steal these from Pterry the pterodactyls 

nest at the top of the screen* You start at 

the bottom and run along a maze of paths 

to get to the nest* Sounds easy, right? 
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Wrong! Plerry does not lake loo kindly 
to you taking his eggs. He goes lo the 
local rock pile and gets some rock. 
: on your head. If this isn't enou 
alter you have collected two eggs, Rex 
the tyrannosaur appears to assist Pte: 
Your only defence against these terrible 
creatures is a spear ■- but you cannot 
carry thus as well as an egg. 

You can be killed two ways. One Is hy 
being on the wrong end of Pterrys rock, 
the other by colliding with Rex. Ev* 
10,000 points, there is another harder 
and laster maze of patfis lo follow to the 
nest I lound the choice of keys a bit 
strange at first. [ got used to it, but pre- 
ferred the joystick option. Overall. I found 
this an enjoyable game with some good 
touches to the graphics, t found no 
loading ;ihes and the progn 

would notcra^ 

Darren Russell 

Value A 

lues 4 
and 3 
:neplay 4 

i* i* # # # tV 



if you find the magic square m thirty 
seconds. 

The difficulty taclor is introduced by a 

I note-controlled robot which patrols 
the inner 5x5 squares. You are shown an 
eg:; i lo thelelt of thescreen. When 

the sand i uns out. the robot fires a four- 
way laser which, il you happens to be in 
the same horizontal or vertical line, 
neatly disintegrates you. Program 
writers have obviously never heard of 
Azimov s Three Laws of Robotics. 

Your screen self is quite a likeable 
little chap who scurries about the screen 
with fervour. You have three lives each 
game and, thankfully, Ihi i olours 
change each lile, other* >~ou]d be 

monotonous. 

You are given the option of either key- 
boat ■ i viysticks. I found BBC standard 
joysticks much too clumsy for this type of 
game* 

Checkout is surprisingly addictive- But 
its limitations do show up after a couple 
ol hours' steady key bashing* The robot 
is limited to patrolling I he Inner 5x5 
squares. After some time you can detect 
a pattern to his movements and, as he 
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-CHECKOUT 
Machine: BBC B 
Supplier: Virgin Games 
I single game 
Type of game: Skill 
This is another of Virgin's eheckerbou 
type games. Your sere- a It is pos- 
itioned initially in the middi 
of 7x7 squares. You must run over each 
square twice; this produces a change©! 
colour. Do il a third time and y. 
back to your original coloui shadi . 
computer Solitaire. 

Points mount up as the squares are 
changed to theft second colour. And 
there is an opportunity lor bonus poi: 



lly shoots horizontally or vertically, 
the corners are sale. 
The game could have a longer lasfu, | 
;l il it had an option of more dil- 
ls, with the robot shooting 
diagonally and at random intervals. 
Then the choice ol optimum routes would 
have lo chan ; >m movement to 
movement. 

Francis Duff in 

******** 

MUSHROOM MANIA 
Machine: Oric 1 16k 
Supplier; Arcadia Software 



1 or 2 players/speed control 
Type ol game: Sci-fi shoot 'em up 
As you may know by the litle, this is a 
version of Centipede. 

The game commences with the mush- 
rooms randomly plotted on the display, 
accompanied by a very addictive lune. 
You lake the role of a bug blaster al the 
bottom ol the screen, with a centipede 
racing down towards you. 

Your enemies are video nasties which 

rap mushrooms whilst lalllng to the 
bottom. Meanwhile, deadly spiders 
bounce along the bottom of the screen. 

There is also a pac-man which moves 
along the level you're on. It tries to eat 
you and anything else in ils path. Tf n 
there's the centipede which makes Ihe 
game chaotic. 

I wou Id recommend this game to be In 
your Oric soltware series. 

Lee Street 
Value 4 

Graphics 3 
Sound 3 
Ga: iy 4 

• •*••••• 

CARNIVAL MASSACRE 

Machine: Atari HCS 

Supplier; Thorn EMI 

2 games 

Type of game: Skill 

A day at the fair is not always full of lun, 

as the title of this cartridge suggests. 

Acting as Super Sam, the hero of the 

. me, you must stop gangsters Butcher 
Bill and Ruthless Rick from disrupting 
the crowd's lun at the fair. 

Phase one involves Butcher Bill. From 
the chairlift. he fires missiles at the lerris 
wheel, knocking down innocent passers 
by, The object of this phase is to catch 
the person falling from the wheel. Bui 
Bill can also throw rocks at you! 

If your score is too low, a deadly giant 
coll bounces onto the screen, abruptly 
ending your life. If your score is high, 
you have the chance to shoot Bil! from 
Ihechairlitl 

Phase two is similar, but instead of 
catching people olf ferns wheels, y . 
have lo catch them off the rollercoaster. 
Ruthless Rick has just planted mines on 
the tracks. Again, il your score is too 
low. roll on the giant coil. If your score 
ts high, you can shoot Rick from the 
chair lift. 

This game uses excellent graphics and 
sound. Some nice touches include car- 
nival music and screams. These two 
essentials make the game a pleasurtr I 
play, although it may not appeal lo 
older gamers. 

A good game, if you don v t mind the 
two phases being repeated over and 
over. Il does speed up; definitely worth 
checking out. 

Anthony Arthurs 

Value 3 
Graphics A 
Sound 3 
Gameplay 3 
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WEIRD WOOD 

Machine: Pet with drives (CBM 64 soon) 
Supplier: Supersoft 
1 game 

Type of game; Adventure 
Weird Wood follows the classic plot lor 
an adventure. You must collect as much 
treasure as possible, lighting and be- 
friending beasts on the way. and take 
the items back lo a certain location. 

You begin outside the wood beside a 
notice board and you can explore 
downs, moors, a thick forest, a vast 
underground complex, a church, and 
even a volcano, There are two sections 

the underground complex which are 
exactly Ihe same in room description , 
but ciillerent In directions and objects 
found in Ihe rooms. This confused me 
greatly at first, but 1 soon realised the 
connections. They were mirror Images 
of each other. 

The game understands most of the 
regular and useful commands such as 
Examine, Kill and Give. Most oi Ihe 
lunands are straightforward lor Ihe 
situation: for example, Row Boat. Tie 
Rope and Swim. But Ihe usually useful 
HELP brings up only information and 
useiul commands, not cryptic clues. 

This is a good adventure and I spent 

[Higgling with Ihe puzzles In IL 

The long detailed descriptions of eac\\ 

room are very goad, and help a great 

deal lowards solving the game. 

Jeremy Wcllard 
Value 4 
Graphics N/A 
Sound N/A 
Gamepla 

******** 
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EVEREST 

Machine; Dragon 32 

Supplier: Salarnandei Software 

1 variation 

Type of game: Simulation 

There isn't a large selection ol games lor 

the Dragon, and most are arcade copies. 

So it's pleasant to see a game that 



quickens your brnu. us!ead of your 
trigger finger. 

The idea is that you are the leader of 
an expedition whose goal is to reach the 
top oi Mount Everest, or one ol the 
smaller mountains nearby. You're given 
information on the weather, medical 
condition and the position ol each ol the 
climbers, 

First decide which camp each climber 
should attempt lo get to, and how much 
the climberscarry. You ar& then given a 
simple !>ui pleasing representation of 
Ihe climber struggling from camp 

mp. To make the game a bit more 
tun, you are given avalanches at\d 
crevasses to avoid and only iwenty-one 

lys before Ihe expedition is abandoned 

The game is fun to play, wnh a great 
feeling once you manage even the 
smallest of the mountains, A real 

■ ie* 

Chris Wright 

Value I 

Graphics I 

Sound I 

Gameplay 3 

f*lft * * "ft * ti 



SPACE PILOT 

Machine: Commodore 64 

Supplier; Anirog 

1,1 + 1 

Type oi game: Shoot em up 

As you fly through the skies, you are 

attacked by biplanes which hre and drop 

bombs on you. You are about to embark 

on the dog tight ol your life. 

There are five screens in all. running 
from 1919 to the year 2001. There are 56 
lighters to each screen. All have to be 
shot, al which point a craft appears. 
This crall is worth 3000 points. 

You then move to screen two. which is 
Ihe same as screen one but taster and 
with different planes, 1 managed to get to 
screen three: 1970. It's very difficult; my 
high score is 63,000 - beat it it you can* 

Scoring: Ail lighters are worth 100 
points, as are bombs and rockets. Each 
screen has three parachutists worth 
1000, 2000 and 3000 points respectively. 

You may also be attacked by a squad- 
ron ol six lighters on one or all screens, ll 



you shoot all the squadron, you get 2000 
points. 

There is a bonus man at 20,000 and 
60,000 points. 

You can use joysticks or keyboard 
control* An excellent game. Space Pilot 
is highly recommended. It has good 
graphics, but the sound is below Anirog s 
ial high level. The game has Ihe new 
turbo which loaded first time, 

S Roberts 

Value A 
Graphics 4 
Sound 2 
Gameplay 4 



^ 
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THE MINE 

Machine: BBC B 

Supplier: Program Power 

1 Single game 

Type of game; Skill 

The mine has live controls: up, down. 

lelt, nghl anu deflate. Those who have 

Killer Gorilla will notice that they are 

the same controls, except for the return 

button which is your deflate control. 

You have two enemies to kill - giant 
tomatoes and lire-breathing dragons. II 
you are standing near a dragon, it can 
kill you. The tomato cannot, unless it 
catches you. 

You have a certain time limit which is 
displayed as flowers at the top of the 
screen* Asyoui time runs oul, the flowers 
disappear. If you have not killed all 
your enemies in your allotted time, you 
will automatically die. 

Also on the screen you will see bags 
of money, mushrooms and rocks. If you 
lake the money you will get more points. 
Mushrooms you cannot lake - and if you 
hit one you die. Rocks can both help you 
and also kill you. II you walk under a 
rock and stay there it will fall on your 
head and kill. If you walk under a rock 
and keep going, it falls on an enemy's 
head - but on two occasions when the 
rock fell, it did not kill as it should. 

Another fault occurs if the score goes 
over 100,000. The scoregoes back tozero. 
and so your name does not go an the 
scoreboard, 

[t is a hard game lo play at lirst, but 
gets easier with practise. If these faulls 
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were cleared, I would definitely recom- 
mend The Mine. 

Mark Robinson 

Value 4 
Graphics 4 
Sound 2 
Gameplay 3 

BURGER TIME 
Machine: In telU vision 
Supplier: Data Eu. 
1 game 

Type of game: Maze 
This is a maze game wilh a difference. 
Instead of ghosts and a hungry little 
beach ball with a big mouth, you have 
got ache! who is being chased by saus- 
ages* pickles and a lonesome egg. 

Your main aim is lo make three or four 
burgers - it depends on the level - by 
walking each ingredient so thai it drops, 
ling on topof the ingredient below (so 
thai it falls, etc). You can score extra 
points by di | ; j an ingredient on a 
nasty, For the big scores, it is better to 
give lhe nasty a ride on an ingredient. 
This has the added bonus of making 
I he food fall down two levels instead of 
lhe normal one level. 

If you are in a light spot, pepper i;; 
hand lo the shape of coffee, chips, ice 
cream and tomato sauce - to stun yout 
opponents. 

Data East certainly has an interest I 
and unusual game, and the arcade ver- 
sion is faithfully reproduced by the 
Intelhvision ve: 

Mark Wassell 
Value 4 
Graphics 3 
Sound 4 
Gameplay 4 
Ar-?ade 4 

•*•••••• 

MOONRAIDER 

Machine: Electron 

Supplier: Program Power 

1 game 

Type of game: Sci-ft shoot em up 

Program Power * now changing 

name to Micro Power -is well known lot 

producing top-quality software fori 

BBC micro. After thedevelopmem >ftb 

Electron it is getting down to lhe 

business of converting some ol its better 

programs 

Moonraider is yet another version of 
that well-known but welMoved game, 
Scramble. You control a highly ma- 
neouvrableassaull craft, with orders to 
carry out a raid on an alien base. The 
aliens are a liltle upset at this * can you 
blame them? - and do their beat lo 

iuce you and your ship into scrap. 
This is carried out very effectively by 
hve defensive zones, each more «Jil 
hcultfhan the last. 

The last three depict rugged terrain, 
strewn thickly with radai bases, ack- 



ack guns and missile silos. Also dotted 
about are enemy fuel tankers which 
must be bombed to keep the fuel reserves 
from running oi 

Between stages you have a chanc- 
dock your tanker and refuel* But don't 
Ignore the mines - they are not there I 
:oralion! 

Stage two is the well-known cavern 
complete with bouncing UFOs. And 
stage three would not be the same with- 
out our old favourites, the indestructible 
fireballs* If you can survive this then 11 
on to stage four with high-rise buildings. 
The main problem here is fuel- The final 
stage is the dreaded maze, Very few 
make jt through, and even fewer 
will manage lo get a shot at the enemy 
base. 

The graphics are good, with plenty of 
colour and the sound is more than ad- 
equate- But you must be prepared, and 
able to bomb almost every fuel dump as 
your craft uses it at a terrific rate. 

A nice idea is that you can skip stages 

by selecting games one to live, and also 

change the dill iculty level by typing A to 

D, There : option, but even if 

you haven't got one, you will be pleased 

to know that you can redefine your own 
movement keys. 

All in all, o good game which offers 
value lor money, and tsalso very testing. 
Value 4 
Sound 3 
Graphics 4 
Gameplay 3 
Arcade 3 

ft ft ft ft ft ft 

WORMS/DEFUSION 
Machine: Spectrum 48K 
Supplier: K Tel 

2 games 

Type of game: Skill 

Most of the double - ipes from K-T«l 




seem to basically have the same idea, 
but with a dillerent storyline. 

The l,: wo on this tape is 

called Worms. You control Worm , 
which grows as it moves, and must eat 
all kinds of things without touching 
iiseli. In all, you have to complete seven 
ana, each with different obstacles* 
Deitiston is lhe second ol the games* 
In this, you have todisarm bombs which 
countdown to one then explode - and 
you with it. Not only do you have to 
disarm bombs and collect flags, but you 
must also avoid skulls and a very nasty 
bower boot- 
When reading abou t the games m the 
instructions, theyboti; d. When 

you play the games It's another story: 
the block graphics* 95 

Nicholas Wakemon 
Value 2.5 
Graphics 2 
Sound 2 
ii irnep!ay2 
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ROBOTRON 2084 

Machines: Atari HCS. Vic-20, CBM 64, 

BBC B. Electron 

Supplier: Atansoft 

1.1+1 

Type of game: Sci-ii shoot 'em up 
Tins is ihe third game lo come from Ihe 
man who brought you Defender and 
Stargate in the arcades. In this one, like 
the others, you must rescue humanoids 
from alien forces. 

This time, large numbers of robots 
seem to have a bit of a disagreement 
with you over the preservation of the 
last family on Earth. Your task involves 
running around, shooting the demonic 
droids before they stamp on your neigh- 
bours. Bonus points are gained by 
successfully picking up all members of 
the family. 

Fans of the arcade game hud better 
get the BBC B version, as this is the 
closest to the arcade game. Having said 
that, I should add that the versions lor 
the other machines are commendable. 
The Beeb version scores over the com- 
petition because it uses two joysticks - 
vitally useful in later levels of the game- 
In the past this has been billed as the 
ultimate shoot 'em up. I'll leave that for 
you to decide. 

Darrin Williamson 

Value 3 
Sound 2 
Graphics 3 
Gameplay 4 
Arcade 4 



STOP THE EXPRESS 

Machine: ZX Spectrum 48K 

Supplier: Sinclair 

1 single game 

Type of game: Skill 

Without doubt, thisisthebestofSmclau e 




GAME REVIEWS 
V 

lalesl games releases. 

You portray a little guy dressed In 
green with a Limahl hairdo who musl 
work his way from the back ol a Iwenty- 
car train to the front where you must 
slop the train (hence the title). Of course, 
you can't just stroll down the corridors in 
the train. As you're an all round hero* 
and a legend in your own lunchtime, 
you have to take the tricky route: over 
the top where you must Jump between 
carriages and avoid bridges and, above 
all, the red guys who are rather keen 
on throwing knives at you along with 
other assorted unsociable things. 

Once ten carnages have been 
covered, you are allowed to climb into 
the train and cover the final ten inside. 
That doesn't mean it's any easier. 

Impressive graphics make this onginal 

game a real pleasure to play* 

Darrin Williamson 

Value 4 
Graphics 4 
Sound 2 
Gameplay 4 



ROBIN HOOD 
Machine: Atari HCS 
Supplier; English Software 
1 single game 

Type of game: Shoot 'em up 
The rebel from Sherwood Forest has 
certainly seen a renaissance in popu- 
larity of late, probably due lo the TV 
series, So it was no surprise that a game 
would come out based cm he who stole 
from the rich to give to (he poor (strange 
that I haven't received anything yel!). 

Don 1 ! be fooled by the packaging - 
the game is not really a graphic adven- 
ture, not to my mind anyway. 

All you musl do is pick up bags of 
silver that have been carelessly left 
around the place (there's probably a 
programmer wandering around in the 
game with more royalties from his games 
than he knows what to do with!), Placing 
these bags by the big tree at the end of 
the field of play results in stacks of points 
coming your way. 

Oi course, where Robin is you can be 

sure the sheriffs men can't be far behind. 

This is where the shoot em up bit comes 

into play. My criticism on this part ot the 

proceedings is that Robin should not be 

given unlimited arrows. He should 

have a supply which is replenished 

every so often. 

•el that much more could have 

been made ol this potentially great 

game; there was scope for a really good 

arcade adventure along the lines ol 

Synapses' Pharoahs Curse*. As shoot 

em ups go, however, this is a novel and 

last game which should delight those of 

you who are a bit tired of saving the 

universe, 

Darrin Williamson 

Value 3 
Graphics 3 
Sound 3 
Gameplay 4 
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u =' rt like to take this opportunity to 
We o H* e *■" , h t vou think ot 
Hnd out about you ™ d !*»* ^ u „ ■ ve gone 



not saye postage .no score 

competition entry, your latest 
,„h «aur letter to the Club. 



and your 




ABOUT YOU: 



1, Naoe 



2. Address 



5. Your age? 

(If under 18, please be exact) 

18 -24 ( ) 25-34 ( ) 35 I over ( » 

6. What is the occupation of the 
head of your Household? 



n*-* 



t I * 



Ml""" 



(Postcode) 



dTreUred, please state the last jot 
before retirement) 

7. How iany issues of 

TV 6a«er have you bought? .**••■ 



3.«hich ITV station 8> Do you rea d any other ga«es or 

do you receive? coaputer l4 gazines? If so, Hhicn. 



4. Are you: 



Male/ 



At school 




(please delete as necessary) 



9. How «ny P eoole r " d 
your copy of TV Ba«er? 





D Q YOU USE A COMPUTER-? 

H so, please ring round 
the one you use most, and 
underline any others you 
sometimes use, and tell 
us the year you got them, 
(or first had access to 
use them), and how many 
ROM cartridges and 
cassettes you have for 
them (including any that 
came free with the 
system) . 



OTHERS (Please write in) 



..... • 



" 



It. What do you aainly use your 
coaputer for? (Please Tick) 

Playing gases? ( > 
School Work? ( > 






ukan-j Carts'* Cass? Programing? 
10. Coaputer: When? cans. 



( ) 



*TARI HCS 
1400/800, 
600/B00XL?) 

BBC 



Other? (Please write in) 



MIMMI 



•>•• ■• 



■■ 



12. Do you prograa 

your own gaaes? Yes/No 



COMMODORE 64 h S o, what language do you use? 



DRA60N 
SPECTRUM 
SHARP 700 



TI99/4A 



VIC 20 



IMIHII 



IIM 



« ■ « • 



IIM 



- I l « 







13. Would you like TV GAMER 
to print gaaes prograas for 
you to key in? 



Yes/No 



. . . t . . i • 



i ■ • t t 



i • ■ ■ 



i ■ • ■ 



I ' • 



M. Are you a aeaber of any Network, 
such as Micronet BOO? If so, which? 











an 
vo 



DO YOU HAVE A 
GAMES SYSTEM? 

If so, please ring round 
the system you use most, 
d underline any others 
u have, and tell us the 
year you got them, and 
the number of cartridges 
and cassettes you have 
for them (including any 
provided free with the 
system) 

15. Video 6a.es Khen? Carts? Cass? 

JS33 J* 



ATAR1JCS. 

COLECO 
INTELL1V1SI0N 



t I f t I • • ■ 



!■••■■• 



IMI 



• t I • 



PHILIPS 67000 



VECTREX 



II4MIH 



til* 



I ■ » ■ 



MM 



ft * ■ ■ 



I • • * 



111* 



OTHERS 

(Please write in) 



• ■ 



• t ft • 



LI 



GENERAL: 

16. Have you got any accessories? 
(Supercharger, controllers, etc). 
What, and Khen did you get thee, 
please? 

17. Hon .any other people in your 
fully share the co.puters and 
video owes listed above? ...rfW. 




18. Ho. .any cartridges or cassettes 
have you rented in the last .onth? 

. .^.Cartridges Cassettes 



19. Nhen you are thinking of buying a 
nex ga.e or accessory, which of the 
!ollo«n, are .ost likely to help you 
decide? (Please tick) 

Reco.iendation by a friend? < > 

(V) 



Articles in a lagazine? 
Club newsletters? 



Advertising? 
Advice froe a shop? 
Try out in a shop? 




i 
( ) 

I ) 



20. Are you a eerier of any National 
Club for your conputer or video gaee< 
H so, which? 



B AME ARCADES 



21. Hon often do you go to gates 

arcades? (Please tick one). 



J 



At least once a week 
About once a .onth 

T«o or three ti.es a year 

Only on holidays and days out( I 



1^1 
( ) 
( I 







COMMENTS ON TV BAMER 



22. Please tell us what you like or 
dislike about TV 6aier. 



Arcade reports 
Any other coeeents? 



i ■ ■ ■ 



i ■ ■ ■ 



Section 



Hews 



Like Dislike 



Top Score Page 
New gates review 
In-Depth Reviews 
Top Twenty Chart 
Club Section 



Cartoons 
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23. Anything you'd like us to include 
that we don't? 



A Look at The Future .... 
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•Easter Egg' Hunt 
Reader's Letters 
Competitions 
Computer Reviews 
Coiputer gaies lists .... 



. • » ■ 



ii" 



• ■ ■ ■ 



I B ■ ■, 



111* 



I ■ ■ ■ 



I ■ » • 



I • ■ • 



1 



• 1 * 



I ■ • 



Vli'iou want to say lore than this, 
please write to us - we'd like to know 
your views'.) 

THE FUTURE . • - 

24. How long do you expect 

to go on playing with 

your present systet? Y ears 

25. Have you planned what you'd like 
to replace it with? H so, what? 



■ ■ • " 




Thanks for your help. Please return this 
form to Reader Survey, TV Gamer, 187 
Oxford Street, London, MIR 1AJ. 



We'll put all the replies into a box, and 
draw a winner who will receive a year's 
free subscription. 




SPECIAL OFFER TO ALL TV GAMER READERS 



This specially designed cassette-carrying case is a really 
useful and attractive item. It's a high-quality attache-case, 
sturdily made, finished in wipe-clean PVC in zingy colours. 
Must be seen! 



There are two cassette racks inside the case, each holding 
1 2 cassettes. These are removeable, so the case can used to 
carry other items. 

Special price to TV Gamer readers: only £6.50 including 
postage, packing and VAT. 



Don't miss this great offer! 



TV Gamer cassette case ORDER FORM 



Pleose send me l~1 (insert number required) 
cassette case(s) at a cost of £6.50 (incl. p&p, 
VAT) each. 

I enclose a postal order or cheque made 
payable to TV Gamer for £ 

Cut off this order form and send with your 
cheque or poslal order in a stamped, sealed 
envelope to: 

Deportment T 
TV Gomer 
1 87 Oxford Street 
London W1R1AJ 

Please allow 28 days for delivery 



BLOCK CAPITAL5 PLEA5E 
one letter/number per square} 



issD 



Mr 
Mrs 
M 
Address 



Initials 



Su 



mame 









I 
























Telephone No: 



STD Code or Exchange name 



>ur 



Guarantee 

If you ore not entirely satisfied with yoi 
cassette case, send back immediately for 
exchange, or, if you prefer, your money 
will be refunded in full. 



□ 



Local Number 



* These offers are open only lo 
residents of the UK and the 
Republic of Ireland. 



All remittance must be made in 
STERLING. 



WHinfrey Strachan Ltd. Reg. Office 1 87 Oxford St, London W1 R 1 AJ. Reg. No. 1 49] 565 




TV Gamer has compiled a list of top scores and UK records 



Game 



Game No. 
(other than!) 



Asteroids 

Astrosmash (Aquarius) 

Barnstorming 

Berzerk 

Carnival (Colecovision) 

Centipede (Coleco) 

Centipede (HCS) 

ChuckieEgg(BBC) 

Chopper Command 

Danger UXB 

Decathlon 

Defender (VCS) 

Dragster 

Donkey Kong (CBS) 

Donkey Kong 

Donkey Kong Jr 

Enduro 

ET 

Fortress 

Freeway 

Gopher 

Grand Prix 

Happy Trails 

Joust 

Killer Gorilla 

Lady Bug 

Minestorm 

Mousetrap (CBS) 

Mr. Do 

Munchkin (G7000) 

Oink 

Pac-Man (VCS) 

Pengo 

Pepper II 

Plaque Attack 

Popeye (VCS) 

Rabbit Transit 

Robot Tank 

Sea Quest 

Skiing 

Space Armada 

Space Invaders (VCS) 

Space Spartans 

Spider Fighter 

Stampede 

Super Cobra (HCS) 

Superman 

Tron Deadly Discs 

Turbo (CBS Coleco) 

Venture 

Zaxxon 



(3) 
(4) 



(3B) 



Score 



Source 



77,022,030 


(Atari) 


300,250 


(TVG claimed) 


27.80 


(TVG claimed) 


20,785,450 


(Atari| 


299,790 


{TVG claimed) 


902,419 


(Atari) 


902,419 


(TVG claimed) 


397,550 


(TVG claimed) 


1 ,000,000 


(TVG claimed) 


161,160 


(TVG claimed) 


1 0,078 


(Activision) 


2,133,500 


(TVG claimed) 


5.6 sees 


(Activision) 


4,662,800 


(TVG claimed) 


1,456,700 


(TVG claimed) 


2,035,200 


(TVG claimed) 


10 days driving 


(Activision) 


3,102,612 


(Atari) 


36,600 


(TVG claimed) 


36 


(Activision) 


1 28,880 


(TVG claimed) 


0:29.59 


(Activision) 


550,566 


(Activision) 


1,189,699 


(TVG claimed) 


51,200 


(TVG claimed) 


1,331,410 


(TVG claimed) 


5,500,000 


(Vectrex) 


2,020,320 


(TVG claimed) 


619,200 


(TVG claimed) 


3,892 


(TVG claimed) 


62,048 


(Activision) 


6,128,619 


(Atari) 


65,270 


(TVG claimed) 


4,009,190 


(TVG claimed) 


77,745 


(Activision) 


225,550 


(TVG claimed) 


80,665 


(TVG claimed) 


64 tanks 


(Activision) 


484,770 


(Activision) 


27.36 sees 


(Activision) 


139,120 


(TVG claimed) 


5,300,005 


(Atari) 


229,930 


(TVG claimed) 


900,00 


(Activision) 


35,164 


(Activision) 


1 00,000 


(TVG claimed) 


23 sees 


(Atari) 


23,390,750 


(TVG claimed) 


1 ,000,000 


(TVG claimed) 


12,294,000 


(TVG claimed) 


816,400 


(TVG claimed) 



Record holder 



Olwen Jones 
B A Thompson 

GaryFoirclough 
Stuart Murray 
Barry Henderson 
Martin Gillet 
Pamela Brewer 
Daniel Bradford 
Mark Riley 
D Murray 
Alan Carter 
Ian Morrish 
Loni Avraamides 
Done Clarke 
Gordon Hamilton 

Daniel Bradford 
Steven Brown 
Stephen Cushnahan 
RayWatkinson 
Andrew Thompson 
B Henderson 
Daniel Bradford 
Kevin Rustill 
Mr, Warren 
Anthony Harford 
Dave Trvtzenbach 
Craig Harris 
B A Thompson 

Daniel Bradford 
Anthony Harford 
David Ross 
Andrew Gettings 
MarkTyzack 
B A Thompson 
David Ross 
MarcCostle 
David Bond 

David Bond 
Mark Dawson 
Sai Ming Wong 
David Harvey 

David Bond 
Dane Cladte 
Giles Romshaw 
Giles Romshaw 



TV Gamer invites readers to send in their high scores 
for any screen game. A claimed score merely needs 
to state your name, game title, system (eg Atari home 
computer system, Spectrum, VCS, etc) and claimed score. 
A proven score will require photographic evidence, 
but will take precedence over previous claimed scores. 
We suggest using a SLR auto-exposure camera on a 
tripod with cable release, timed at V-* second. Games 



which can be "clocked" (ie the score reaches a 
maximum and then returns to zero) will count only as 
claimed scores. Additionally, games which present 
short-cuts to high scoring (eg Space Invaders, which 
can be made to shoot two missiles at a time} will also 
only be accepted as claimed scores. 

Send your scores to TV Gamer, Top Score Desk, 
? 87 Oxford Street, London WL 



TV GAMER JULY '84 




POSITION 


NAME 


1(1) 


ZAXXON 


2(2) 


RAIDERS OFTHE LOST ARK 


3(3) 


PITFALL 


4(4) 


RIVER RAID 


•31 


POLE POSITION 


6(5) 


DONKEY KONG 


7(7) 


POPEYE 


8(20) 


JET SET WILLY 


9(11) 


BURGER TIME 


10(10) 


ENDURO 


10191 


Q'BERT 


12181 


MANIC MINER 




DECATHLON 


14(7) 


DONKEY KONG JR 


15021 


THEHOBBIT 


15(151 


SPACE SHUTTLE 


17(18) 


TURBO 


17071 


SUPER COBRA 




MR DO 


20116) 


DEFENDER 



MANUFACTURER 
(CBS4)alasoftl 

(Attn] 

(AcIlVISKWll 

(Activist 

(Alan) 

(CB&Aiaii) 

(Parked 

(Soltware Projects) 

(Mattel) 

(Actrvision) 

IParkerl 

iBug-Byle) 

(Actrvision) 

ICBSEiecironics) 

(Melbourne House) 

lAciivision) 

ICBS Electronics) 

iPafkeO 

(CBS Electroncs) 

lAianl 



SYSTEMS 

b,(.g.n 

n 

b.g.n 

n 

l.n 

b,l,g.n 

b.f,g,n 

i 
g 

n 
b.f.g.n 

n 
b 

a.ce.n,) 

n 

b 

b.t.g.n 

n 

Rf,mn 



• Numbers m brackets indicate last month's positions 



KEY TO ABBREVIATION: a Acorn BBC Computer b CBS Colecovision/Adam c Commodore 64 d Dragon e Acorn Eleclron I Atari 400/800 
Computers (usually fits XL's) g Mattel Electronics' Intension h One - 1 /Atmos i Philips 67000 jSpectrum k Sharp 700 Series (usually fits MZ80A/K) 
I TRS 80 Series/Colour Genie m Texas Instruments T1 99 4A n Alan 2600 Video Game o Milton Bradley Vectrex p Commodore VIC 20 




Every monlh hundreds of TV GAMER'* 


readers vole for their favourite arcade gome. Before going to press 


each 


monlh we finalise the Top 1 




arcade listing for our readers bosed or 


i the 


previous 30 days' votes. 




r 




mi 


STAR WARS 




(Atari) 61-) ZAXXON 




(Sega) 




2(2) 


POLE POSITION 




(AtarVNamtco) 71-1 SCRAMBLE 




(Konamtl 




3(3) 


DRAGON'S LAIR 




(Cinematronics) 8 161 DONKEY KONG 




[Ai n 




*W 


TRACK&FIELD 




(Tatto'Konami) 9 TURBO 




(Segal 




5(4) 


BUCK ROGERS 




(Segal 10(101 M.AC.H.3 




(MylstaD 





TOP GAMES OF THE MONTH 

You ore invited to vole for your favourite Screen gome and your favourite Arcade game. But remember to vote only for those games thai you 
own, have rented or hovo played a great deal. 

To register your vote, use the reply paid cord in each issue. One lucky voter will receive a free year's subscription to TV Gamer (decided by 
draw). 

Last month's winner: Steve Bright, 59 Ebury House, Goral Mead, Rickmansworth, Herts. 
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CHAI IS MeM 

Alter reading the article on Raiders of 
the Lost Ark. I eventually completed 
the game - after many sleepless nights. 
You may be interested to know that 
when the chai appears in the treasure 
room it looks ditferent to when it is 
collected at the toot ot the screen. 

The chai is the Hebrew symbol of 
life and looks nothing like this. The 
symbol at the foot of the screen is. in 
fact, the Hebrew letter MeM. Maybe 
Atari didn't do enough research on 
this one. 

Anyway, not to worry, the revolver 
still looks like a revolver and the 
raving lunatic still looks like Jimmy 

Hill. 

Anthony Perrin. West Bridgf ord. 

Nottingham 

You live and learn, don't you? DW 




M5 GAMES TO COME 

I have had a CGL M5 computer for live 
months and notice that you haven't 
reviewed any games for it. The M5 
can take cartridges and. of course, 
cassette software which would class 
it as a video games console and a 
computer. 

Neil McKiernon, Stockport* 

Cheshire 
The people at CGL are a bit slow at 
sending us ihese games. Fear not 
though: you will be seeing M5 reviews 
m future issues, DW 

15-MILE 
DECATHLON 

I felt I had to write to you about 
Acti vision's Decathlon, alter cycling 
15 miles to get it. The game is simply 
brilliant ... apart from one thing. Be 
prepared to get blisters on your hands 
due to the rapid control movement 
needed for the athlete to run. 

Why is it impossible to get over 5.0 
metres on the pole vault or on the 
long jump? 

Alex Conn, Wotton-U-Edge, 

Gloucester 

II isn'l. Practice makes perfect, Alex. DW 



NO PITFALL HARRY 
CLONES 

Can you get Pitfall II for Intelli vision. 
It looks so good on the front of TV 
Gamer May issue. 

Which is the best cartridge: He Man 

or Bump n'Jump? 

Lee Townsend, London Nl 

No Pitfall II for Intellivision as yet but 
we'll let you know when it does come 
out. Neither He Man nor Bump n'lump 
are actually out yet (despite what the 
catalogue says). DW 

DOURLE CHANCE 

Why. oh why, have you put your 
competition entry forms back in the 
middle of the magazine? Competition 
hopefuls (like myself) are now faced 
with the seemingly eternal problem of 
having to cut large holes out of our 
magazines, spoiling interesting 
articles on the reverse side. What on 
earth made you change from your 
method of placing all the competition 
forms on one page at the back (Winter 
and Autumn issues)? 

I would also like to suggest that you 
lengthen your reviews. In all fairness 
they're just not long enough to give 
readers a chance to evaluate a game 
properly. 

NeU Mackenzie, File. Scotland 
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Please, please, please, could you put 
all competition entry forms on the 
back page of your next issue with no 
reviews on the reverse side? 1 was 
very annoyed at having to cut a piece 
out of my magazine with a review of 
Pitfall which I enjoyed very much, 

Anthony Faccenda, Edinburgh 
Your problem is already solved. Neil 
and Anthony, And you can get an 
extra chance to win our fabulous 
competition- See pages 20 and 21: two 
coupons for the Vic-20 competition, 
back to back. Hope you like the new 
format - and good luck! 

You will also see that the |uly issue 
carries more, and longer, reviews than 
ever before. And, of course, if you've 
any tips or queries on games, well be 
happy to hear from you. DB 



NO TRILLS 
MEANS NO KISS 

I was reading The Arcade Scene by 
Andy Hanis in your May issue when I 
saw Track and Field by Cenluri. 

I have seen two ol these arcades and 
they aie both called Hyper-Olympic 
by Konami. The article says "you will 
also tind yourself mounting on the 
winner's rostrum, where you will be 
treated to a kiss by a shapely blonde". 
This does not happen in Hyper- 
Olympic. Why is this? 
Darren Foster. Crookes, Sheffield 
Could be that all the logic boards in 
Konami s Hyper-Olympics are oi an 
early issue which didn't have all the 
Inlls of Track and Field. DW 



TWO TV SETS ARE 
A MUST 

I am selling my Atari VCS, hoping to 
buy a Colecovision. Does the Coleco 
have a colour/black and white switch 
and can you use a Coleco on a 14" 
portable B/W TV? I have to fight my 
family tor the colour TV, as they prefer 
TV programmes to video games. 

Jason Bell- Denton, Manchester 
The Coleco does not have a B/W 
selector but will work okay on most 
monochrome TVs, DW 



WORLD RECORD 

What is the world record for VCS 
Phoenix and does Atari plan to use it 
in a further world championship? 

Jim Russell, Belfast 

The world record is, according to the 
VCS owners club, 4.212,840. This look 
the player just over thirty minutes. 
Phoenix won't be used again in a 
championship as it is now an 'older 
game which many people are very 
good at* Atan always chooses brand 
new games for championships. DW 
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RUCK ROGERS 
GOES SIMPLE 

I have a Colecovision and would like 
to know if Buck Rogers will be out on 
cartridge as well as with the Adam 
add-on. At a price oi about £500. the 
add-on will be out of reach for most 
people. Does this mean that CBS will 
cut down on games for the Coleco and 
concentrate on the Adam? 

The only thing wrong with the games 
are that they are mostly arcade clones. 
I'm sure that original games would be 
just as good sellers. Are there any 
plans for Act i vision, Imagic or Parker 
to copy Moon Patrol? The Atari game 
does not come close lo the real thing. 
If Atari is going to buy the rights to 
games, the least it can do is to bring 
out a good version of itl 

Allan Thomson, Oakley, 
Dunfermline, File 
The chances are thai a simpler version 
of Buck Rogers will be oul on cartridge* 
The Moon Patrol licence ts ihe property 
ol Atan, and so no other games 
companies can produce a game ol the 
same name without permission. DW 



ATARI WON'T 
REVEAL GAMES... 

I notices in the New Games section 
that Atarisoft had released Defender 
for the Colecovision. Please could you 
tell me if Atarisoft is releasing any 
more games for the Colecovision and, 
if so, which ones and when will Ihey 
be released? 

After the Atari adapter was released 
for the Colecovision* I wondered if an 
Intel li vision would be released as well. 
Is there any news of this? 
Ian Duncan, Hemel Hempstead* 

Herts 
Apparently, Centipede is also on the 
cards but this has not been officially 
confirmed by Atan. Coleco doesn't plan 
to make an Intellivision module. DW 



...RUT WE TELL ALL 

Please could you give more information 
on the following cartridges lor the 
Atari 2600 VCS: Decathlon, Millipede, 
Pengo, Stargate, Joust, Mr. Do, Turbo. 
Crystal Castles and Pitfall II. I haven't 
seen them featured anywhere. 

Richard Birks, Skegness, Lines 
Decathlon is very similar te the area I 
game, Track and Field. Millipede Is a 
Centipede look-alike with improved 
gameplay. In Pengo you connect three 
special ice blocks. Stargate isn't out for 
the VCS. Joust was reviewed in a 
previous issue. Crystal Castles is 
reviewed in this issue and there is an 
in-depth review of Pitfall II. OK? DW 



PANGS AT 
THE DENTIST 

1 recently found your magazine in the 
waiting room ol the dentist where I 
saw your buy-back option. Could you 
let me know it the deal is still in 
existence? II so, is Mattel Electronics* 
International Soccer for the Atari VCS 
still on sale? 

Andrew Walden, Gateshead! 

Tyne & Wear 
The buy-back option you refer to was 
one of our advertiser s options, not ours 
so you'd best contact them. 

International Soccer never made it to 
the shops, thanks to Mattel. DW 



MISLEADING 

In TV Gamer s Winter issue there was 
an advertisement from E&E Enterprises. 
This gave information of its postal 
rental scheme which sounded very 
reasonable, stating in bold type that 
there were NO postal charges or 
hidden extras. 

Thinking this was a very good idea, 
I sent away lor information. A few 
weeks later, a letter arrived but it DID 
have postal charges. They turned out 
to be more than the hire fee, £1.50 to 
be exact {the hire fee being £1), making 
it a very costly club, 

I am writing to you to ask what I 
can do about it. if anything. I'm sure 
lots of people have been put off by 
this although it is offering a better 
range than the Melrica game hire club. 
Timothy Findlay-Coulson, 
Tollcross, Edinburgh 
By writing lo us you vu> intormea ihe 
world of E&E Enterprises* not quite true 
ad which, you will notice, doesn't appear 
in the mag anymore. DW 



VECTREX TALE 
OF WOE 

I was very sad to hear in the April 
edition that no games will be brought 
out for the Vectrex. 

I bought my Vectrex system for 
£39,95, with Hyperchase at £9.95. in 
Woolworths. Since then I have bought 
five other games, all from Woolworths 
at £9-95. 

After writing to Silica Shop for some 
leaflets on the new lightpen, they 
wrote back saying that they didn't 
stock anything to do with the Vectrex 
anymore. Could you tell me where I 
can buy Arimaster and Animation. 
Please! 

Richard Dyson, Huddersfiold, 

West Yorkshire 
Lots of people have asked about 
Vectrex carls. Unfortunately, weed 
help. Your only hope is lo contact Miiion 
Bradley over here or GCE (General 
Consumer Electronics) in the States. DW 
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GHOST BOAST 

I have discovered a laull or 
bug in the 48K Sinclair 

Vf** k Spectrum game, Fred, by 
^r Quicksilva. 

GAit ^ ail unli * a 9^ ost siar,s 

A AD togo trough a wall, then 
'AMU shoot it when it is halfway 
through. The ghost should 
be stuck and your points go 
D r* up rapidly. Other ghosts 

then come after you and. as 
soon as you move, the ghost 
that is stuck in the wall 
comes out. 

In Dig Dug by Atari I fired 
my gun just before the 
dragon breathed fire at me, 
1 was still firing when I was 
hit by the dragon's fire and 
my miner didn't die. 

On Popeye, by Parker for 
the VCS. if you press the 
reset button during a game 
very slightly and hold it 
down. Brutus and Olive Oil 
should stop moving and 
Popeye should, when 
moved, start to slide along 
the platforms. 

Andrew Gettings, 

Middlcsborough. 

Cleveland 



Brandon Bell of 
Walthamstow said that 
after 10,000 the ghosts in 
Pac-Man would be trapped 
in the tunneL Well, it's all a 
load of rubbish because my 
friend and I played it at 
Christmas. My lriend did it 
first. He got about 1.000 to 
2,000 points, trapped the 
ghosts in the tunnel and 
cleared the sheet off. 

Robert A. Pugh, 

Leominster, 

Herefordshire 



Hlub 



I am writing in reply to a 
letter published in your 
April edition by Brandon 
Bell of Walthamstow on the 
easter egg in Pac-Man. he 
claimed that trapping the 
ghost in the tunnel can 
happen only after 10.000 
points. Recently, after 
several attempts to do this, 
I was playing with my dad 
on level six and when he 
was at about 6.500 points, 
the ghosts got stuck in the 
tunneL I tried to tell him not 
to get them but it was too 
late - he ate them and they 
went back to their chamber. 

When trying to get the 
ghosts trapped in the 
tunnel, I found that Pac- 
Man (when I quickly put 
him in the tunnel then 
pulled him out) remained 
about 1 cm away from the 
platform- Then I pulled 
down on the joystick and, to 
my surprise. Pac-man went 
directly down the middle of 
the screen, through the 
ghosts' chamber and down 
to the bottom. I found that I 
could travel up and down 
the screen for as long as I 
wanted. But I was so 
awestruck that I failed to 
notice an oncoming ghost 
and was killed. This 
happened after 10,000 
points. 

Paul Brown, 
Bluydon, Tyne & Weir 



NAPPY TALK 

On Donkey, when 1 got the 
hammer on the second 
girder, I ran off the end of 
the girder and the hammer 



disappeared - I wasn't 
killed. 

Meanwhile, on Zaxxon, 
whilst out in space. 1 
noticed that everytime I get 
to the Last spaceship before 
each asteroid, there is a 
small pause. Then the 
game continues. 

Going over an asteroid, 
some initials appeared in 
the top right-hand comer. 
At the time, I didn't look at 
it well, as I was playing a 
game, and when I got blown 
up they disappeared. 1 
think they were WWG but 
I'm not sure. Could anyone 
please tell if they have seen 
these. 

Donkey Kong JR's 

nappy, Kingswood, 

Bristol 



INFINITE 
LIVES 

Believe it or not. I have 
found some easter eggs on 
the Vectrex. 

On fortress o/ Narzod, I 
was playing a two-player 
game with a friend. I was 
on the fourth stage, the 
fortress, and my friend was 
on pathway three. We were 
both on our last lives and I 
was playing. 

After a great battle with 
the mystic hurler. he won 
and 1 was now with no 
lives. But instead of the 
mystic hurler disappearing 
for my friend to have a go. 
he was there on the third 
pathway moving across the 
screen* When my friend 
fired at him. he blew up and 
the path jolted violently. At 
this my friend's life was 
lost. 




mm 



Another easter egg on 
Fortiess o/ Narzod 
manifested when I got to 
the mystic hurler with five 
lives. I killed him, still with 
live lives. After that I had 
an infinite number of lives. 
which 1 had to give up when 
it was time for my dinner. 

An easter egg in Cosmic 
Chasm was also found 
while 1 was blasting away 
happily. All my lives were 
lost. This was when trying 
to escape from the planet 
after planting the bomb. I 
looked at my score and it 
read 330:0. 

Lastly, I have found an 
easter egg in Scramble. 
This occurs in the labyrinth. 
There is a certain part of the 
maze where, if you drop a 
bomb, it goes straight 
through the maze wall and 
blows up the fuel tanks 
below. 

This. I'm sad to say, is all 
I have found; I'm sure there 
is more that I've missed. 

John Fletcher, 
Abingdon, Oxon 



FELLING 
MR DO 

I have found a bug in Mr 
Do. First, you must kill the 
bad guys, except for one. 
Then leave a piece of cherry 
on the screen (so thai il 
doesn't finish) and an 
apple. 

Make your way down 
under the apple and wait 
lor the bad guy to follow 
you. Move down slightly 
from the apple, so causing 
it to fall on Mr Do and the 
bad guy, 
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The screen should now 
end as ii you completed it, 
and you will not lose a lite. 
This can be repeated on 
every screen. 

Your In Depth on The 
Alchemist (June) said that 
the bucket was useless 
you can put out the lire in 
the crimson caverns with it. 
Micheal Cook, Herts 
Gavin Pike, Norfolk 



ILLEGAL 
TAPES 

I've found an egg in the besl 
adventure for the VCS; 
Survival Island by Starpath. 
lor use with Supercharger, 
Sometimes, when entering 
the first number of a code 
on loading, the first three 
letters of "START" change 
to"SRM": 

"START" 
"SRMRT" 
Are these the programmer's 
initials? Also f is it illegal to 
tape copies of A 
Supercharger games? 

David Walton, 
Clacton, Essex 
Yes to both questions. In 
fact* copying any game Is 
illegal, and popular UK 
games software houses have 
clubbed together to get 
tough on pirates. Their 
association is called GOSH: 
Guild of Software Houses. 



JOIN THE CLUB 

I am starting a club for all 
SHARP MZ 700 owners. 

Membership will include 
a file of members 1 names 
and addresses and phone 



numbers, so that members 
can be put in touch with one 
another. Information about 
the MZ 700 will be issued ii 
required. A games and other 
programmes exchange will 
be started, A newsletter will 
be published monthly to 
start with. I am open to 
suggestions. Membership 
will be £1.50 which I hope 
will cover the costs. Club 700 
(Garry). 

Please write c/o TV Gamer 
marking the envelope Club 
Letter. They will forward 
enquiries. 

Garry Lane, 
Essex SSOOQA 

Mucking about with Haiders 
I suddenly thought of an 
outrageous idea; to explode 
the dirt at the bottom ol the 
screen of the den to find the 
ark. even though I would blow 
myself to kingdom come! 

First, I grabbed myself a 
grenade and bought a para- 
chute from the market place, 
I rushed down to the bottom 
of the screen where I stood 
Indy on the edge of one of the 
two tan-coloured mesas and 
jumped off. opening the 
parachute. 

Guiding Indy into the 
opening in the mesa side 
and entering the den, 1 
dropped the parachute, 
placing the grenade 
anywhere on the screen 
without letting the thieves 
touch me. 

Positioning Indy near the 
bottom of the screen, clear of 
thieves, I waited until the 
grenade went off. As it went 
off. a miraculous change 
occured to Indy s body • It 
changed from limbs to 
pillars and, kapoot!, he'd 
disappeared. 
Harry To, File, Scotland 



INVISIBLE 
GAMES 

I had just finished Phaser 
Patrol by Starpath. and 
pressed the reset button to 
start a new game. Suddenly 
1 was confronted with 
invisible Draconian fighters 
which fired at me and 
damaged my ship. Having 
nothing to fire at, I went to a 
starbase for repairs - to find 
it, too, was invisible and I 
could not get repairs. 
Eventually, I pressed the 
reset button again and 
things returned to normal. 

D. Buck, 
Chelmsford, Essex 
Return to norma! status ailer 
pressing the reset button is 
usual in a cassette game. DB 



CRACKING 
RAIDER EGGS 

We are writing about an 
egg we found on the Atari 
cartridge. Raiders o/ the 
Lost Ark. Indy was inside a 
mesa and he went into the 
left yellow wall. He ran 
down the wall, whipping 
furiously, then suddenly 
stopped - he had made a 
grappling hook out of his 
whip! 

The best bit is that the 
sand had risen and 
underneath it was a tunnel. 
like a black strip, and near 
this was a mysterious dot 
(no. 4). To drop the whip/ 
grappling hook, you must 
drop the ankh or hourglass. 
Then you can move. You 
can actually control the 
floor and you can make the 
sand move up or down. But, 
when you go down, you 
enter somewhere that the 
screen doesn't show - you 




are beneath the floor. Is this 
a secret room? Maybe you 
need to be holding a special 
object to get inside. This 
can happen in any mesa. 

We can also make 
grappling hooks out of my 
whip in the market place, 
black market (brown strip), 
spider room, map room, 
black room of small thieves, ^-TV 
mesa field and Valley of 
Poison. 
Lee Hart and Gus West, 
SI Albans, He rt s 
Lee and Gus have been on 
the phone to Dave Harvey. 
He is trying their egg out 
now* 
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After reading Dave Barry's 




my 
friend's cartridge of 
Raiders. I also got into the 
funny room, but there were 
no snakes. Indy was a dot. 
but he could be moved 
around. I did move him, 
and ended up in the Boom 
of the Shining Light. With 
no whip or revolver, I 
should not have been able 
to escape, but I kept moving R.T\/ I 
Indy and eventually did 
escape. 

On finding myself in the 
Spider Room, I escaped into 
what looked like the lost 
room of Tonus without the 
timepiece. I then took the 
exit into the entrance room 
and out into the market 
place. Here, a snake killed 
the dot (Indy), the game 
ended and I collected 23 
adventure points. 

Stephen Weir, 

Attleborough, Norfolk 



In your May issue, I was 
enthralled by Dave harvey's 
conclusion of the Raiders 
saga. I liked the bit about 
the eggs and so I thought I'd 
have a bash. I picked the 
mesa side one. It worked 
the first time and was great 
- but instead of one dot, I 
got two. One was on the 
mesa where I started (this 
one was wobbling up and 
down). The other was on the 
left mesa directly opposite 
the one where I was (this 
also was wobbling about 
everytime the proper dot 
left the screen to disappear 
into the border). 

f had another go and the 
dots reappeared. Then I 
tried to get into the border 
but Indy appeared to vanish 
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from the right mesa, when I 
pressed the button, and 
appeared on the left mesa. 
I pressed the button again 
and he appeared on the 
right mesa. Again, I 
pressed the button and he 

r> ft fell into the Valley of 

t\ ^ L ^ Poison- 
Also -yes. folks, there's 
another one - when I was 
trying out Dave Harvey's 
way of finding the ark. I 
arrived at the bottom of the 
mesa field after locating the 
ark- 1 already had my 
selector dot under the 
hourglass but it wouldn't 
work, so 1 pressed my right 
joystick button and Indy 
wouldn't move. Next to his 
right foot was a small dot 
TV//H which moved right and left 

r* I V \J every time I moved my 
oystick right and left. 

Michael Marshall, 
Killarmarsh, Sheffield 
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VARIATIONS 

Here are just some 
of the bugs I've found on 
Coleco's Donkey Kong for 
the system. 

How I got them: select a 
game, music begins. Press 
reset quickly and you'll find 
different variations of 
pictures drawn. 

I've found other bugs 
such as a blue 'space 
invader' on my score 
indicator (once) and I've 
made Mario disappear from 
game screen. I've yet to find 
them again. 

On Zaxxon and Cosmic 
i TW £1 Avenger lean get both 

ships, by my reset tactics, 
on their own. On all games, 
this has only happened to 
me at beginnings of 
gameplay. You can, on 
Cosmic Avenger and 
Donkey Kong, stop the 
i5 f*\ music at the beginning, 
l\ \w LL quickly reset twice and the 
music will be limited to the 
note it was on. 

Barrio Sansom, 
Poole, Dorset 
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MORE ON 
RAIDERS 

We have been having a 
field day finding bugs. 
We've found more bugs 
than you've had hot dinners. 

We have found a way on 
Raiders to get endless lives, 
28 to 3) adventure points, 
two Indys on the screen at 
the same time and the 
signature with no adventure 
points, to mention but a 
few. All these can occur in 
the room found by Dave 
Barry ol Tottenham featured 
in the May issue of TVG. 

We have also found bugs 
in Empire Strikes Back, Q* 
Bert, Spidei Man and Yar's 
Revenge (not just initials 
but a double Yar). 

We will send 
photographic evidence of 
this if required. 

Mark Firth and 
Stephen Howarth, 
Prestatyn, Clwyd 
It Mark and Stephen, or any 
other readers, have 
photographic evidence, do 
send them in. Added to our 
in depth article on Raiders 
last month, our readers must 
now know more about tt 
game than Atari! 

BUGGING THE 
ENEMY 

I have found an irritating 
bug for an opponent. It 
appears in Intellivision's 
Armour Battle - if you do not 
use your 'lay mine' during 
the game. At the end, if you 
lose just after your second 
tank is blown up, press 'lay 
mine'. The game stops and 
does not carry on until your 
opponent blows himself up 
using his mine (landing on 
it or just by using it there 
and then). 



There is also a bug in 
Mission X. If you come past 
the runway the second 
time, your score will 
appear. II you bomb the 
writing it acts like the 
runway, either blowing you 
up or taking 1.000 points otf 
your score, depending on 
your altitude. 

Chris McClune, 
Tonbridgc, Kent 

KITCHEN 

WANTS TO 

KNOW 

I think I have found a 
possible bug on Activision's 
excellent Space Shuttle 
game. On the training 
flight, when landing. I did 
not drop the landing gear. 
When 1 landed, instead of 
stopping at the end of the 
runway. 1 went on into the 
desert. 

The scanner showing the 
height of the shuttle at the 
bottom of the screen went 
crazy. The little dot 
showing the shuttle's 
position went out one side 
of the scanner and came in 
the other side, moving 
across the bottom. After a 
short while, a second 
runway appeared and I 
finally stopped at the end of 
it. This has happened only 
twice and I have great 
difficulty finding the cause. 

1 have had a delayed 
launch in flight two* When 
MET is and everything 
has been followed to the 
book, turn the engines off 
and then turn them on 
again. When METZ = 24 you 
hear an explosion. Hit 
the fire button and the 
thrust control starts 
working. When MET= 124 
the computer turns itself on. 



When MET = 244 you take 
off. This is a fantastic game 
and lor quality I would rate 
it alongside Raiders. 

The Vic 20 game. Hoppit, 
has a bug. When it starts. 
and the frog is at the bottom 
of the screen, you can go off 
the right hand side of the 
screen. Do this for a while, 
then press the key that 
makes the frog go up once 
You appear at the bottom of 
the screen and a basset 
appears on one of the 
platforms. 

When you jump on a train V 
and go off the screen and 
reappear on the other side, 
the frog is invisible and 
another has appeared in 
the water. Your frog will 
appear if you are lucky 
enough to get on a platform. 

Now a wanting! 
Demotion Herby has 
colour which does not hold. 
Nicholas Taylor, 
Exeter. Devon 
Space Shuttle programmer 
Steve Kitchen has given 
) iints on surviving the shuttle A \ 
on pages 36 and 37 ol this 
issue. He'll be delighted to 
hear your comments, and 
welcomes more from other 
TVG readers. 
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GAME OVER? 

I've found something 
interesting in Gorf on page 
M16 (Space General), 1 
destroyed the flagship but a 
fireball destroyed my last 
ship at the same time. 
Instead of saying 'Game 
Over Space General' I was 
given ASTRO BATTLE page 
M17! 

The bottom of the screen 
was tilled with lighters 
remaining symbols - 1 
thought my luck was in, Bui 
when I fired the first shot, 
the screen froze then the 
title 'Game Over Space 
Warrior' appeared. 

M. Mascarenhas, 
London M2 
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A COMPLETE PACKAGE - ALL THIS FOR £499! 

*80K"RAM (Exp to 144K) 

* Full Stroke Keyboard 

* 256K Data Storage Unit 

* Daisywheel Printer 

* Built-in Word Processing 

* Buck Rogers Arcade Game 

* Colecovision Compatible 
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75 KEY FULL STROKE KEYBOARD 
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MEMORY CONSOLE & DATA DRIVE 
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DAISYWHEEL PRINTER 







4? 



COMPREHENSIVE INSTRUCTIONS 




COLECOVISION GAMES CONSOLE 



Inc vat 



QUITE SIMPLY- VALUE FOR MONEY! 

It you're iootfng far reef tetue *n a computer system, one wrW) can handle enytnmg from aetroue Wo/a Proeezstng to 
enhanced Cotecovtston style vMtoo garnet such as Buck flocers, took no forth** The Co*eco Adem is here with a oacAaye 
wftrch wtti fjyjMp you wonde* it you re dreaming when we left you about tt A p'ree breakthrough *n computer systems Adam it 
comprised o* en dOK RAM memory console* win e bwtt-m 250K drgrtat dets drive a protesaionat quality stepped end 
sculptured 7b Hey tutt-strohe keyboard e letter ouaftty detaywneef printer end e fult word processing program Dwtt tnto tne 
Console Two addtuonat pieces of software. Smert &A$*C end also 'Buck Roger* * Planet of Zoom (tne uttimete m advanced 
video games k ere tnciuded as wet* as a btank digital data pack. Adam can be used wtth any domestic colour Television set 

MEMORY CONSOLE/DATA DRIVE: 'in* heart of the Adam system is iho 40K ROM end WK flAM memory 
cento** wriich combine with the 32K ROM and 16K RAM in CoJecovtsion to give you a total of 72K ROM (including ?4K 
cartridge ROM) and 60K RAM (expendable to 144K) Built into the memory console *f a dig<ta> data drive which accepts 
Adam a digital data pacha a fast and reliable* mau storage medium met ib capable of storing 256K of miormauon. that fl 
about 25Q pages ot double epeced leal' The console ** alto detuned to accomodate a aecond optional digital data dove 

FULL STROKE KEYBOARD: The Adam keyboard hai been designed at e professional quality keyboard mat 
combines ease ol use with an impressive array of features II ia stepped and sculptured for maximum efficiency and hai 'f» 
full stroke fceys whlcn include 5 colour coded Smart Keyi *fiich are redefined for each new application: 10 commend keys 
which are dedicated to the word processing function, and 5 curior control keys for easy positioning ot the cursor at any 
potnt on the screen You can attach a Gotocovitton controller to the keyboard lo function as a numeric keypad tor easy 
data entry tl can also be heW Mae a calculator, a feature which makes working with numbers particularly easy The joystick 
pert o' the hand controller can be used rn the seme way at the cursor control keys, to move the Cursor around the screen. 

LETTER QUALITY PRINTER: The Smart Wnter letter quality daisywheel primer m a bidirectional K cotumn 
printer wh<h prints at a rate of 120 words per minute It uses standard interchangeable daisywfteels. so a variety Of 
fypestyle* are available The printer has a 95 men wide carnage for either single sheets or continuous tan told paper and 
uses standard carbon ribbons It is comparable lo many printers wh*rh cost as much as the iota) Adam package Tha 
printer can be used either vnth the Adam's Sman Writer word processing program or jti o stand atone electronic typewriter 

BUILT-IN WORD PROCESSOR: Adam comes witn Smart Writer word processing bum-*n This program is so 
easy lo use that you only have to turn me power on and the word processor is on line and ready to po Detailed instruction 
books are not necessary as the Computer guides you step by step, working from a series of Menu commands It enables 
you to type? in ten. then compWety ecM or revise it wuh the touch ot a few keys Changes ere readily made and a senes of 
queries from the compute' confirm you? intentions, so that you can continuously double check your work as you type 

COMPATIBILITY WITH COLECOVISION: By using high speed mtereclive microprocessors m each of the 
modules, the Coleco Adam is designed 10 take additional advantage of both the 3?K ROM and 16K RAM memory capability 
m the Cuiecovisjon If you do not already own a Colecovision Console (£99 inc VAT) then you will need to purchase this 
when you initially purchase your Adam Computer package {£499 inc VAT), making a total purchase price ol (£96 inc VAT) 

WHAT IS COLECOVISION: Coiecovtiton rs one ot the worlds most powerful video game systems capable of 
displaying arcane quality colour graphics ot incredible quality on a standard Colour TV set The console (see picture 
bottom left) accepts 24K ROM cartridges such as Turbo and Zeuon and is supplied with the popular Donkey Kong 
cartridge and a pair of joystick controllers Colecovision has a range ot licenced arcade hits available such as Gorf. 
Carrvval. Cosmic Avenger. Mouse Trap. Ladybog* Venture. Smuri Pepper tl. Space Panic. Looping. Space Fury. Mr Do. 
Time Pilot, Wizard of Wor and many others So there you have il Adam plus Colecovision the unbeatable combination 
Send the coupon below tor your FREE copy of our 12 page Colour brochure giving details on the complete Adam system 

SILICA SHOP LIO I fl The Mews. Hatherley HoarJ. Sidcup. Kent. DAI4 4DX Tel: 01309 III! or 01 301 lilt 

ORDER NOW -OR SEND FOR A FREE COLOUR BROCHURE 



To: SILICA SHOP LTD. Oept T6A 0784. 1-4 The Mews. Hatherley Road. 
Sidcup. Kent. DAM 4DX Telephone: 01-309 1111 or 01-301 1111 

LITERATURE REQUEST: 



O Please send me your FREE 12 page colour brochure on Colecovtsion/Adam 
D I own a Videogame D I own a Computer 

Mr/Mrs/Ms: Initials: Surname: . 

Address: 



Postcode 



ORDER REQUEST: 



Please send me: Q Adam (add-on package only) 

D Adam 4 Colecovision (£499* £99) 



£499 inc VAT 
£598 inc VAT 



D I enclose Cheque'P payable to Silica Shop Limited 

D CREDIT CARD - Please debit my Access/Barclaycard/Visa/Am Ex/Diners Club 

Card Number: .. . . 
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KICK-OFF 

the latest in the line of 
magical programs for 
the Commodore 64 

[from bubble bus 



A unique game based on 
the famous Table 
Football game with 
moving rods through the 
players. Amazing 
graphics and music. For 
one or two players. Two 
players use two joysticks 
simultaneously. Machine 
code. 



WIDOWS 
REVENGE 

Similar to our 'Best Seller' 
Exterminator, but this game 
fires back! Obliterate all of the 
Widows Warriors but watch out 
for Photon Webbs and devious 
Egg Layers. Machine code 




HUSTLER 

Written In machine code and 
using Sprite graphics HUSTLER 
takes the 64 to its limits. There 
are six 'pool' type games tor 
one or two players, high scores 
kept and super music. Machine 
code. See the great press 
reviews. You won't find a more 
realistic snooker type game. 



"Another gem - a must for the 

collection 




Commodore Computing 



Price £6.99 each 




N you have any trouble buying our products. 



you may buy direct from 



bubble bus 
software 

87 High Street, Tonbridge 
Kent TN9 1 RX 
Telephone: 0732 355962 




EXTERMINATOR 

Definitely one of the best arcade 
action games around for the 64. 
Shoot the worm and everything 
else In the garden whilst 
avoiding the deadly spider and 
swooping eagle. Machine code 
using high resolution and 
Sprite graphics with excellent 
sound. Beware, it's very 
nddictlve. 



Finger pressing good!* 
Personal Computing Today 
Brilliant' 

Home Computer Weekly 



bubble bus products are available from; 

LIGHTNING and SPECTRUM DEALERS, LASKY S. GREENS, SELECTED 
HMV SHOPS, JOHN MENZ1ES. GAMES WORKSHOPS, CENTRESQFT 
and PCS STOCKISTS 



